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Introduction 
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___ ___ _ _ 
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Sti inch protector, saver of lives, formidable 1(K% 

> worldly representative of the gods—all of these 
i . : >les tilled by divine characters. Their special 
nections with the deities and other forces of the 
« cnos give them a suite of powers and abilities-as 
a as responsibilities-that make them indispe os¬ 
ar k in the continual struggle to advance the causes 
: righteousness and justice. Those who attain the 
highest levels of accomplishment literally do ascend, 
bt ning entities not unlike the deities the\ worship 
. i emulate, 

l >ivim?Power™ ns a tome that broadens the choic es 
. able to those who follow the dictates of a deliv. 

I ,is pages are new wavs to build a divine eharac 
ler along w ith new options to ii It out your role as an 
tiger* a cleric, an invoker, or a paladin. 


- vou can see In the table of contents, Divine 

■ Jri 

\ u r is organized by c lass. Whether you have a 
haracter of a particular class or you want to make 
: aracter of that class, all you have to do is consult 
proper chapter for new class features, builds, 

■ ers, and paragon paths. The final chapter of the 
k contains a large section on divine domains, 
zensofnew feats, ten divine-themed epic dcstT 
s. several new rituals, and information on deities 
• J divine backgrounds that will deepen your role 
pld\ ing experience. 


D&1> Insider: Some of the material in this book 
was originally featured in articles in Dragon maga¬ 
zine, part oi D&D Insider, Its compiled here, along 
with plenh of new information, for easy reference 
at your game table. When you subscribe to D&L) 
Insider, you get access to hundreds of pages of content 
like tills—new powers, feats, and inspiration to make 
your D&D game more Tun. and to make you a better 
player. Your D& I) Insider subscription also gives you 
tools like ihe 1)& l> Character Builder, the easiest wa\ 
to create and maintain vour character at anv level 
Visit www.dndinsider.com to learn more. 

Rejmagining Your Character 

It happens. You’ve played your divine character a 
w hile, and suddenh Divine Power show s up. offer 
ing many new possibilities—options you might have 
picked if you had known about them earlier. 

Don't despair: you have a few choices. Retraining 
rules (see page 2K of the Players Handbook’') make 
tapping into Divine Power easy. It retraining won’t 
do the trick quickly enough, talk to vour I )M about 
reworking your t haracter along the lines Divine Power 
provides. Chances are you can overhaul your PC to 
match your desires without doing any harm to the 
campaign. Your DM might even have a w ay to make 
the change a part of the story. If doing that ultimately 
proves too difficult, a dramatic exit for the older char¬ 
acter could make wav lor a new one. 

■cr 


Using This Book 
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CHAPTER 1 




“Messier, mf&totifc assassin-in time J mitjlir milk each of 
these paths. I ( tjo as ] tim allied, ami let die wicked tremble 
ii! flic MHuiti of my footsteps." 

YOU ARE an agent of divine justice. It is your 
task to guard the innocent, to stand watch in the 
shadows, to censure vour deity's foes with sacred 

■* J 

power, and to lay them low with your weapon no 
matter where they hide. The enemies of your god 
reign unchecked throughout the world; there is much 
to be done. 

Avengers relv on their zealous piety to see them 
through their battles, employing oath of enmity 
and Avenger's ( ensure to destroy their foes. The 
Censure of Pursuit and the Censure of Retribution 
are described in Placers Wand boot 2. This chapter 

introduces the ('ensure of Unity. If you choose this 

^ #■ 

version of Avenger's Censure, you don't focus on 
chasing after your enemies or driving them away 
from your chosen foe. Instead, you specialize in 
powers that bring enemies to meet judgment at \our 
hand one at a Etine. Through the Censure of Unity, 
your attacks against your chosen foe gain strength 
when your allies are nearby, giving you the ability to 
dispatch foes quickly who arouse your wrath, 

This chapter includes material for avengers who 
choose the Censure off duty, as well as Ibi other 
avengers* 

♦ New Class Feature: The Censure of Unitv. a new 
version ol Avenger s Censure, rewards you for 
cooperating v\ 1th your allies. 

♦ New Build: As a commanding avenger, bring the 
power ofyour friends to hear against vour sworn 

enemy. 

■# 

♦ New Avenger Powers: Almost a hundred new 
avenger powers for you to choose from, including 
powers suitable for the Censure ol Pursuit, the 
Censure of Retribution, and the (ensure of'I duty. 

♦ New Paragon Paths: New avenger paragon paths 
are introduced, including the favored soul, the 
relentless slayer, and the watchful shepherd. 


CHAPTER 1 Avenger 


























































NEW CLASS FEATURE 


Level 1 At-Will Prayers 


When you choose your Avenger s C ensure, von can 
choose the Censure of Unity instead of another 

w 

option, such as the ones in Players Handbook 2, 
Censure of Unity: You gain a +1 bonus to 
damage rolls against your oath of enmity target lor 
each ally adjacent to that target. The bonus increases 
lo +2 at 11 th level and -hi at 21st level. 


NEW BUILD 


Pliiwr's Handbook 2 features the isolating avenger 
and the pursuing avenger, this chapter adds the 
commanding avenger who becomes ev en more 
formidable when allies enter the fray against his or 
her foe. 


Commanding Avenger 


I Ik- commanding avenger build is based on the 
Censure of Unity. Once vou have sworn voiir oath 

j J ■# 

of enmity, you hope to surround your oat ft of cumin 
target with as many ot your allies as possible. If 
the enemy seeks to flee, your powers enable you to 
compel it to face you. Alone you arc powerful, but 
fighting alongside y our comrades y ou are vengeance 
incarnate. Like other avengers, you should make 
Wisdom jour highest ability score. Intelligence 
should be your second highest, followed bv Dexterity. 
Suggested Class Feature: Censure of Unity* 
Suggested Feat: Weapon Focus 
Suggested Skills: Athletics, Perception, Religion, 
Stealth 


Suggested At-Will Powers: bond of censure,* over 
whelming strike 

Suggested Encounter Power: pass ar arms* 
Suggested Daily Power: strength of many * 

* New option presented in t his book 


Bond of Censure Avenger Attack 1 


You campd vour enemy to rame/onvarii and face, judgment. 

At-Will ♦ Charm, Divine, Implement, Radiam 

Standard Action Ranged 5 

Target: One creature 

Attack: Wisdom vs. Will. If the target is your oaih of enmity 
target and no enemies are adjacent to you, you can make 
two attack rolls and use either result. 

Hit: You pul! the target a number of squares equal to your 
Intelligence modifier. If the target ends this movement 
adjacent to you, it takes 1 dl 0 radiant damage. 

Level 21: 2d I 0 radiant damage. 


Leading Strike Avenger Attack ! 


You shew an ulh haw to hit your foe where it hurts. 

At-Will ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1[W] h Wisdom modifier damage- One ally adjacent 
to you or to the target gains a bonus to his or her next 
damage roll against the target equal to your intelligence 
modifier, 

Lcvd 21: 2|W| + Wisdom modifier damage. 


Level 1 Encounter Prayers 


Compelling Blade Avenger Attack 1 


Your weapon weaves a subtle trap, lacking your enemy\ steps 
w tours. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs, AC 

Hit: f |W| +■ Wisdom modifier damage. Until the end of 
your next turn, the first time an enemy enters a square 
adjacent to you on its turn, you can shift 1 square as a 
free action and then slide the target 1 square into the 
space you left. 

Censure of Retribution: The distance of the shift and the 
slide equals your Intelligence modifier, bui after die slide, 
you must be adjacent to the target. 




NEW AVENGER POWERS 


I he new powers presented in this chapter supple¬ 
ment those already available to avengers. Many of the 
powers support the Censure of Unity, bui the broad 
range of powers here provides useful options for any 
avenger. 


AVENGER ORIGINS 

The avenger class describes an origin for members of the 
class outside the normal expectations of a god 's worship* 
ers. What’s true for your avenger? Did you learn your 
skills from a recognized religious organization, a break¬ 
away sect of heretics, or a version of the religion thought 
to be extinct? How do leaders of the faith view you? Are 
you a hero to them, a trusted servant* a misguided fool, 
or a dangerous free thinker? What do you think of other 
faithful? Are they like family to you, or do they seem like 
blind sheep deaf to the truth? How do you see your own 
actions? Is your killing a necessary evil, a grim but righ¬ 
teous duty of the faithful or a tribute to your deity? 










































Ihc wards of wur payer lend power to vour stride while shield- 
n*f vou from (he mterfmn ce of vo ur enevwe$< 

Encounter + Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 21 Wj + Wisdom modifier damage. Until the end of 
your next turn, you gain a +7 power bonus to all defenses 
against attacks made by creatures other than the target. 


You move in a blur, and your strike places a flowing syil above 
your enemy: The sigpTs strength flows back fo you if that eneinv 
moves. 


Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you shift 1 square. 

Censure of Pursuit: The number of squares you shift 
equals your Dexterity modifier 
Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1|W| + Wisdom modifier radiant damage. If the target 
moves on its turn before the end of your next turn, you 
gain 5 temporary hit points. 


Shielded by Faith 


Avenger Attack I 


Day’s First Light Avenger Attack 1 


> • .. rrirdopyoEr fue in a burning shroud of htfhu If the foe 
- "■ cs* ike bri/fiance scorches it. 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Melee touch 

Attack: Wisdom vs. Reflex 

Hit: CIS t Wisdom modifier radiant damage. If the target 
willingly moves before the start of your next turn, it takes 
5 - your Wisdom modifier radiant damage. 


Pass at Arms Avenger Attack 1 


\ ->ur strike creates ait opening ihai vmi or a nearin' a Hr can use 
■ change '-position. Ij you take ad vantage of the opening, you 
..". jorce)v l tr_ foe to mot p t\ 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target* One creature 
Attack: Wisdom vs. AC 

Hit: 2[W[ + Wisdom modifier damage. You or an ally adja¬ 
cent to the target can then shift 1 square as a free action. 
Censure of Unity: If you shift, rather than your ally, you can 
slide the target Into the space you left. 


Relentless Attack Avenger Attack 1 


ut attacks drive the enemy awm: and no matter where it 

«■■■ - 

t o e >, \ m t a re n at fa r behi n d . 

Encounter ♦ Divine/Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

•lit: 2[W] + Wisdom modifier damage. You push the target 
2 squares and then shift 3 squares to a square adjacent 
to it. 


Speed and Stillness 


Avenger Attack 1 


























L evel 1 Daily Prayers 


Argent Mantle Avenger Attack 1 


You Jnimirl Jivtne light and thunder tfir^ujgfi your holy symbol 
smtflh# enemies nearby, l : or the rest of the battle, a mantle of 
silver %fn rJmjpi to vaur shoulder?, a sijju of divine/<nw* 

Daily ♦ Divine, Implement. Radiant, Thunder 
Standard Action Close burst 1 

Effect: Until the end of the encounter, you can re roll 
the damage roll for any avenger attack power you use, 
including this one. and you must use the second resuh. 
Target: Each enemy in hurst 


Wings of Light Avenger Attack 1 


sliimtKj icings sprout from \mtr shoul^rs for a moment 
in# mi sniff (y tovour morn foe. 

Daily ♦ DMne f Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you can fly 6 squares and must 
land in a square adjacent to your oath of enmity target 
movement does not provoke opportunity attacks. 
Target: Your noth of enmity target 
Attack: Wisdom vs. At 
Hit 3[W| + Wisdom modifier damage. 

Miss: Half damage. 


Attack: Wisdom vs. Fortitude 
Hit: 2dlG + Wisdom modifier radiant and thunder 
damage. 

Miss: Half damage. 


Celestial Fist Avenger Attac k 1 


A great fkt of li^bt sitiuduN down at your enemy, and then 
holds the foe fast in its tfrip, 

Daiiy ♦ Divine, Implement, Radiant 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom v$ + Reflex 

Hit: 2d10 + Wisdom modifier radiant damage, and the 
target is immobilized (save ends). 

Each Failed Saving Throw: The target takes 5 radiant 
damage. 

Aftereffect: The target is slowed (save ends). 

Miss: Half damage, and the target is immobilized until the 
end of your next turn. 


Strength of Many 



You call on the lot ulh am/ eozmnjc of your attics to strike a 
miglm blow. 


Level 2 Utility Prayers 


Avenger's Resolve Avenger Utility 2 


For a few moments, vour faith in fusesyou with supeniunm, 
toughness. 

Encounter ♦ Divine 
Immediate Interrupt Personal 
Trigger: An enemy other than your oath of enmity targt t 
you 

Effect: You gain resist S to all damage until the end of y 
next turn. 







Avenger UtSty 2 


The strcntjdi tifyotlt spirit shines most brightly fit adversity. 


Encounter ♦ Divine 

Minor Action Personal 

Requirement: You must be bloodied. 

Effect: You gain a 4 bonus to all defenses until the end T 
your next turn. 


Avenger Utility 2 


Loyal Sanction 


Daily ♦ DMne, Weapon 
Standard Action Melee weapon 

Effect: Whenever you make a damage roll before the end oi 
your next turn, you gain a - 2 bonus for each ally within 2 
squares of you, 

Target: One creature 

Attack: Wisdom vs, AC 

Hit: 3[W] + Wisdom modifier damage. 

Miss: Half damage. 


Thunder and Echo Avenger Attack l 


Thunder ridesyour weapon ami then reverberates around van. 

Daily ♦ Divine, Thunder, Weapon 
Sta n d ard Act ion Melee wea p on 

Primary Target: One creature 
Primary Attack; Wisdom vs. AC 

Hit: 1 |W] - Wisdom modifier damage plus 1 dl 0 thunder 
damage. 

Miss: Half damage. 

Effect Make a secondary attack that is a close hurst 2, 
Secondary Target: Each enemy in burst other than the 
primary target 

Secondary Attack: Wisdom vs. Fortitude 

Hit: ld6 Wisdom modifier thunder damage, and you 

push the secondary target 2 squares. 


You Mess your arnirud/s efforts to atdvmi In I he defeat at 
chosen foe. 

Encounter ♦ Divine 

Minor Action Close burst 5 

Target: One ally in burst 

Effect: Until the end of your next turn, the target gains a 
power bonus to damage rolls against your oath of mm :. 
target equal to your Wisdom modifier. 


Righteous Pursuit Avenger Utility 2 


Tn as your ertenrv mftjht, there's no escaping your wrath. 

Encounter ♦ Divine 
Immediate Reaction Personal 
Trigger: Your oath of enmity target ends its turn in a squ r 
not adjacent to you 

Effect: You shift a number of squares equal to your Wis 
dom modifier and must end this movement as close l ) 
your oath of enmity target as possible. 


Silver Shadow Avenger Utility . 


You iioak van rs elf rrr ruisk \vh fch g u a rds you from i ur 

Daily 4- Divine 

Minor Action Personal 

Effect You gain temporary hit points equal to 5 +■ your 
level. You also gain concealment, which lasts until you 
have no temporary hit paints. 







































Level 3 Encounter Prayers 


Bound by Fate Avenger Attack 3 


i* '-trike your foe and then share rout pain with if. 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2 1 W] - Wisdom modifier damage. Until the end of 
Air next turn, the target is immobilized, and the first 
time an enemy other than the target hits and damages 
w idle you are adjacent to the target , you take half of 
the damage and the target takes the other half. 


Deadly Stride Avenger Attack 3 


V l frsriicli? con stop you from visiting ritfhteou* fury onvonr 

)k 

unter 4 Divine, Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you shift a number of squares 
. ual to one-half your speed. You gain phasing during this 
movement. 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 2:W] + Wisdom modifier damage. 


. _ _ 

Fury S Advance Avenger Attack 3 


K . H: diet of your weapon forces die rnerm fa siuifiMl 


Sparking Wounds Avenger Attack 3 


The sparks after van r strike want off your enemy's amipanionk 

Encounter 4 Divine, fire, Lightning, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs, AC 

Hit: 1 [W] Wisdom modifier damage. At the end of the 
target s next turn, each enemy adjacent to the target 
takes 5 fire and lightning damage, and if no enemies 
□ re adjacent to it, the target takes S fire and lightning 
da mage. 

Censure of Retribution: If no other creatures are adjacent 
to the target when the attack hits, you gain a bonus to the 
damage roll equal to your Intelligence modifier, 

Level 5 Daily Prayers 


Dance of Flame Avenger Attack,5 


-Yfiihicdiomf flame> dance across vtnif weapon ami Ignite \%mr 
enemy, erupting aura other enemies the longer the flames dance. 

Daily 4 Divine, Fire* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs, AC 

Hrt: 2 [' W] * Wisdom modifier damage. 

Effect: The target takes ongoing 5 fire damage (save ends). 
Each Failed Saving Throw: An enemy of your choice 
within S squares of the target takes ongoing 5 fire dam¬ 
age (save ends). 


E - .inter 4 Dtvine, Weapon 
M -or Action Melee weapon 

’irget: One creature 
Attack: Wisdom vs. AC 

- l 1 W damage. You push the target 1 square, and it 
takes 3 damage for each of your allies adjacent to it after 
the push. You then shift 1 square to a square adjacent to 
die target. 

Censure of Unity: The number of squares you push and 
, a Is your Intelligence modifier You still must end 
It adjacent to the target. 


n1e rveni ng Blades Avenger Attack 3 


liar's yf your weapon weave a round your laijjef after 
vnhoshome, mrerfermcj ivifliymir/iu'S attacks. 

."ter 4 Divine. Weapon 
- : a r d Acti on Melee wea pon 

Target One creature 
Arcac k W :sdom vs, AC 

_ - A - Wisdom modifier damage, and rhe target 
: ^ 2 penalty to attack rolls until the end of your 

vQ turn. 

E -' sort of Pursuit: You can use this power as an 
:c rtunity attack against your oat h of enmity target. 


Ught of Truth Avenger Attack S 


A brilliant shaft af/Ljhl streaks dawn /mm above and fi ves on 
the cnerm you touch. Fn flic merciless light your enemy suffers 
pain commensurate with the number of your friends near ir, 

Daily 4 Divine, Implement, Radiant 
Standard Action Melee touch 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: I (M 0 l Wisdom modifier radiant damage, and ongo¬ 
ing 10 radiant damage (save ends). 

Miss: Half damage, and ongoing 5 radiant damage 
(save ends). 

Effect: When the target rolls any saving throw before the 
ongoing damage ends, the target takes a penalty to the 
saving throw equal to the number of your allies adjacent 
to it. 


Menacing Presence Avenger Attack 5 


You arrack and then emanate divine menace, weakening rhe 
resolve of nearby foes. 

Daily 4 Divine, Fear, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 3|W| + Wisdom modifier damage. 

Miss: Half damage. 

Effect: Until rhe end of the encounter, any enemy that 
starts its turn adjacent to you takes a -1 penalty to AC 
until the end of its next turn. 
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Nine Souls of Wrath 


Level 6 Utility Prayers 


Avenger Attack 5 


As you strikeyour enemy, you call forthsouls toprotect \m 
SOvornjqp urotimlyou. they lash out or enemies nearby, weak¬ 
ening them. 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target One creature 

Attack: Wisdom vs. AC 

Hit: ?IW] + Wisdom modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, any enemy other 
than your octth of enmity target that ends its turn adjacent 
to you gains vulnerable 5 to all damage until the end of 
your next turn. 


Oath of Righteous Fury Avenger Attack s 


You swear an oath to reduce nnir enemra; to ruin, Mach slain 
foe renews your zeal. 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs, AC 

Hit: 3[W] - Wisdom modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, whenever your 
noth of enmity target drops t j 0 hit poirii you can shift a 
number of squares equal to your Dexterity modifier as a 
free action. 



Aspect of Majesty Avenger Utility 6 


Vour_faifh_fiIisyt)u with cnura^c arid mystically t 3 ,vtends the 
reach nf'wuir attacks. 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, you gain a. -5-1 bonus to Will, 
and your melee reach increases by 1 


Fortifying Chant Avenger Utility 6 


Yim recite holy verses, arm&rin^ your.'feffwith fhc.urnydi of 
your faith. 

Daily ♦ Divine. Stance 
Minor Action Personal 

Effect: Until the stance ends, you gain a - L 1 bonus to AC 
and Fortitude. In addition, whenever you reduce your 
oath of enmity target to 0 hit points, this bonus increases 
to - k -4 until the end of your next turn. 


Harsh Lesson Avenger Utility 6 


You seek penance in ilu* hopi* that vaur faults uiLfht he 
corrected. 

Encounter + Divine 

Free Action Personal 

Trigger: You miss every target w ith an avenger attack power 
Effect: You take S damage, and you gain a -7 power bonus 
to attack rolls until the end of your next turn. 


Step of Fate Avenger Utility 6 


Your world is in morion with your sworn enemy as its rnrrcn 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, you can use a free action to 
shift t square as the first action on each of your turns. 
You can't end this movement farther away from your 
oath of enmity target than you started. 


Level 7 Encounter Prayers 


Celestia Endures Avenger Attac k 7 


idiii prayer comes from a battle hymn of flic \\\ir of Creation. 
Its uplyiimj words lend you strength. 

Encounter ♦ Divine, Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs, AC 

Hit 7[W[ + Wisdom modifier damage. If this attack reduo 
es the target to 0 hit points or if you have reduced your 
oath of enmity target to 0 hit points during this encounter, 
you can spend a healing surge. In addition, you gain a 
bonus to the damage rolls of your next attack before the 
end of your next turn equal to your Wisdom modifier. 
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Chains of Censure Avenger Attack 7 


\> you deliver a punishing Mow wall you r uraptm, your prayer 
invokes spectral chains to immobilize a foe. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2[W] + Wisdom modifier damage. You choose to im 
mobilize either the target or an enemy within 5 squares 
of it until the end of your next turn* 

Censure of Pursuit If no other creatures are adjacent to 
you or to the target, the attack deals extra damage equal 
to your Dexterity modifier* 


Dismiss the Unworthy Avenger Attack 7 


You dad a stimprztj bhwtunim turret arid then speak a prayer 
of cun temp ruaus dismissal, sending if awd) from you. 

Encounter ♦ Charm, Divine, Weapon 
Standard Action Melee weapon 

larget: One creature 
Attack: Wisdom vs, AC 

Hit: 2[W] + Wisdom modifier damage, and you push the 
target 1 square to a square adjacent to at least one of 
your allies. 

Censure of Unity: The number of squares you push the 
target equals 1 + your Intelligence modifier The target still 
must end this movement adjacent to at least one of your 
allies. 


Excoriating Call Avenger Attack 7 


\ uur holy symbol flashes as you after a mlgfiry rebuke, which 
Jr Ives creatures away from yu bur draws your chosen foe closer* 

Encounter + Divine, implement, Radiant 
Standard Action Close burst 3 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

I lit: You push the target 3 squares. If the target is your oath 
of enmity target, it instead takes 2d1 0 + your Wisdom 
modifier radiant damage, and you pull it to a square 
adjacent to you. 


Inexorable Summons Avenger Attack 7 


V\ hm vou call, vour adversary must answer* 

Encounter ♦ Divine, Implement* Radiant, Teleportation 
Standard Action Ranged S 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2dS + Wisdom modifier radiant damage, and you tele¬ 
port the target to a square adjacent to you. 

Effect; When any enemy enters a square adjacent to you 
before the end of your next turn* the target takes 5 radiant 
damage. 

Censure of Retribution: The radiant damage the target 
takes when any enemy enters a square adjacent to you 
equals 5 - your Intelligence modifier. 


Level 9 Daily Prayers 


Blade of Guilt 


Ave 



tit 


\t ihr urndi of your weapon. your foe relives its misdeeds. (>nh 
I iy standi it# s till at n it fc ec f ) t lie painful vi s ion s a t bay: 


Daily ♦ Divine* Psychic, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Wisdom vs. AC 

Hit:2|W|- Wisdom modifier damage, I he target takes 
5 psychic damage for each square it enters willingly 
(save ends). 

Miss: Half damage. Until the end of your next turn, the 
target takes 5 psychic damage for each square it enters 
willingly. 


Glyph of Agony Avenger Attack 9 


f Yhnstm runes flare into beim] ahmvyour enemies, flashing 
when they draw near* 

Daffy ♦ Divine, Implement, Radiant 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Wisdom vs* Will 

Hit: 1 dl 0 + Wisdom modifier radiant damage, and you 
pull tire target 1 square. The target takes 1 0 radiant 
damage if it starts its turn adjacent to you isave ends). 
Aftereffect: If the target is adjacent to you. you push it 2 
squares. 

Miss: Elalf damage. 


Holy Ardor Avenger Attack 9 


Vcuir battle prayer transports you inis* a rapturous state* m s 
blazing with fire. Your exaltation increases as your foe's fife slips 
away. 

■w 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs, AC 

Hit: 2|W| - Wisdom modifier damage. 

Effect: The target takes ongoing 5 damage (save ends). 
Whenever the target takes this ongoing damage* you gain 
a power bonus to your next damage roll made before the 
end of your next turn against your oath of enmity target. 
The bonus equals your Wisdom modifier. 


Winds frf Woe Avenger Attack 9 


Apt 3 ! wu Jilt you rjbe. a droad wind whips around you, tossmt) 
aside your enemies* 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs. AC 
Hit: 3[Wj + Wisdom modifier damage* 

Miss: Half damage* 

Effect: You make a secondary attack that is a dose burst 1. 
Secondary Target: Each enemy In burst other than the 
primary target 

Secondary Attack: Wisdom vs. Fortitude 
Hit: You push the secondary target 1 d4 squares. 
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Avenger Attack 9 


Level 13 Encounter Prayirs 


Zealot’s Call 


Your prayer wrenches your foofrom where it sttrnds arid makes 
it appear beside you. 

Daily 4 Divine, Implement, Psychic. Teleportation 
Standard Action Ranged S 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2dl 0 + Wisdom modifier psychic damage, and you 
teleport the target to a square adjacent to you. The target 
is dazed (save endsi. 

Miss: Half damage and you teleport the target to a square 
adjacent to you. 

Effect: Whenever you hit the target with a melee attack 
before the end of the encounter, you can shift 1 square 
and then slide the target to a square adjacent to you as a 
free action. 

Level 10 Utility Prayers 


Ever Onward Avenger Utility 10 


You breathe fhe words mtomfive prayer. New vi/jor and 

sw iftness con rsc throucj1 1 \ou , 

Daily 4 Divine. Healing 
Minor Action Personal 

Effect: You can spend a healing surge. In addition, you 
gain a 4 2 power bonus to speed until the end of the 
encounter. 


Leading Step Avenger Utility 10 


Ain r \ our enemy strifes you teleport away. Vri instant Inter, 
you hnruj the enemy after you. 

Encounter 4 Divine, Teleportation 
Immediate Reaction Melee 1 
Trigger An enemy adjacent to you damages you 
Target: The triggering enemy 

Effect: You teleport 5 squares and then teleport the target 
to a square adjacent to you. 


Shielding Symbol Avenger Utility 10 


Van channel divine power through vour hob sv mbol to shield 

yourself 

Encounter 4 Divine, Implement 
Immediate Interrupt Personal 
Trigger: You are hit by an attack 

Effect: Make a Wisdom attack using your Implement. The 
result Is your defense against the triggering attack* 


Wings of Vengeance Avenger Utility 10 


Lphcrmml wings cany von across the battlefield to strike where 

V{>u arc mast fifeetfed. 

jf ■ 

Encounter ♦ Divine 

Move Action Personal 

Effect: Until the end of you r next turn, you gain a fly speed 
of 7, and you can hover. 


Avenger’s Demand Avenger Attack 1 3 


Your beckoning jjestur? compels the enemy w face swift justice. 

Encounter 4 Charm, Divine, Weapon 
Standard Action Ranged S 

Target: One creature 

Effect: You pull the target to a square adjacent to you, then 
make the following melee attack against it. 

Attack: Wisdom vs. AC 

Hit: 2[W] + Wisdom modifier damage* and you push the 
target 2 squares and knock it prone. 

Censure of Pursuit: After you knock the target prone, you 
can shift 2 squares to a square adjacent to it. 


Crimson Stride Avenger Attack 13 


You stride through nothingness, appearing atyour enemy ’s side 
to mate a dcudh attack, rhea s ou stride mvay: earning your 
foe with you. 

Encounter 4 Divine, Teleportation, Weapon 
Standard Action Melee 1 

Effect: Before the attack, you teleport 5 squares to a square 
adjacent to an enemy. 

Target: One enemy 
Attack: Wisdom vs, AC 

Hit: 2[W| + Wisdom modifier damage. You teleport S 
squares and then teleport the target to a square adjacent 
to you. 

Censure of Retribution: If no creatures are adjacent to 
either you or the target after you teleport it, the target 
takes damage equal to your Intelligence modifier 
Censure of Unity: If you teleport the target at least 2 
squares* it takes 2 damage for each of your allies adjacent 
to it after the movement. 


Dervish Strike Avenger Attack 1 3 


Spinning tjrihrfuJiy you aim a dr/f strike rftat sends roar tannin 
sprawling fmt> its companions. 

Encounter 4 Divine* Weapon 
Standard Action Melee weapon 

Primary Target: One enemy 
Primary Attack: Wisdom vs, AC 

Hit: 3[W| + Wisdom modifier damage, and you push the 
primary target 5 squares. When you push it through any 
square occupied by an enemy* make a secondary attack. 
Secondary Target: Each enemy in the square 
Secondary Attack: Wisdom vs. Fortitude 
Hit: The secondary target is knocked prone* 


Wages of Sin Avenger Attack 13 


Your prawr chaunt Is the arisen flu*/eftr T and thy wickedness of 
vmir enemy V comrades ro harm ft. 

■e wr 

Encounter 4 Divine, Implement, Psychic 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2d 10 Wisdom modifier psychic damage. I he attack 
deals 3 extra psychic damage for each enemy adjacent to 
the target. 



C 1 1 A P 1 E R I 


A vender 







































Weaving Blades Avenger Attack 1 3 


_ f unsh vuur weapon in u Jurzfhn( display* striking tout few 
o F1 icr t hai Jarcs app roach. 

: - j nter ♦ Divine, Weapon 
f'i^ Jard Action Melee weapon 

Tj rget: ()ne creature 
Attack: Wisdom vs. Reflex 

Ifit 2[W[ + Wisdom modifier damage. Until the end of 
, , * next turn, any enemy other than the target that 
enters a square adjacent to you or starts its turn there is 
«#T-. :ted by your weaving blades: As a Free action, you can 
> al S damage to it and push it 1 square. 


Ghostly Chains Avenger Attar k T 5 


\t the touch of your weapon, phantasmal fetters appear around 
your enemy Irinderifig its steps. 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 3|Wj t- Wisdom modifier damage, and the target is 
stowed isave ends). 

Miss: Half damage, and the target is slowed until the end of 
your next turn* 

Special: If two or more of your allies are adjacent to the 
target, it is immobilized instead of slowed. 


_:\ti 15 Daily Prayers 


Forceful Call Avenger Attack 1 S 


----- 1 rbrough your weapon, astral winds propel your en 

r-tU : Mini you and then spirit you away when you deliver an 

J& 1 lL 

3 itU * Divine, Teleportation, Weapon 
Standard Action Close burst 2 

— ary Target: Each enemy in burst 
: - Ttary Attack: Wisdom vs. Will 
~ * You pull the primary target 2 squares. 

Effect Make a melee secondary attack. 

U : ndary Target: One adjacent enemy 
Secondary Attack: Wisdom vs. AC 
Hit: 3[WJ Wisdom modifier damage, plus 2 damage for 
enemy adjacent to you. 

Effect: You teleport 1 square for each enemy adjacent to 
*•>_ after the secondary attack. 


Inescapable justice Avenger Attack 15 


No matter whereyour quurn goes, you ore there, 

Daily ♦ Divine, Teleportation, Weapon 
Sta n cl a rd Action Me lee wea po n 

Effect: Before the attack, you shift 2 squares. 

Target: One creature 

Attack: Wisdom vs, AC 

Hit: 3|W] Wisdom modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter or until you or the 
target drops to 0 hit points, whenever you start your turn 
3 or more squares away from the target, you can teleport 
to a square within 3 squares of it as a free action. 



Your prayer snub lightning crackling rJtflrityhyour enem\ '< 
ho civ and mind, and it ares to nearby foes. 



Daily ♦ Divine, Implement. Lightning, Psychic 
Standard Action Ranged S 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 3d 1 0 + Wisdom modifier psychic damage, and ongo 
big 10 lightning damage isave ends). 

Miss: Half damage, and ongoing 5 lightning damage 
(save ends). 

Effect: Whenever the target takes this ongoing damage, 
each enemy within 2 squares of the target takes the 
same amount of lightning damage* 


Temple of Brilliance Avenger Attack 1 5 


Your touch scimrc your foe with light, which lingers as a due 
:!mg edifke over ft 

Daily ♦ Divine* Implement, Radiant, Zone 

Standard Action Melee touch 

Target: One creature 

Attack: Wisdom vs* Fortitude 

Hit: 2d6 - Wisdom modifier radiant damage. 

Miss: Half damage. 

Effect: The attack creates a zone of radiant energy in a 
burst 2 centered on the target. The zone Easts until the 
end of your next turn. When the target moves, the zone 
moves with it. remaining centered on it Any enemy that 
ends its turn within the zone is bfinded until the end of 
its next turn. 

Sustain Minor: The zone persists. 
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Tether of Light Avenger Attack 15 


Asviui swingyout wiupm.uni jbnji’ a fhm strand 
bi'hvreu you amf ymn adversary and ihcn leap tltmu^li tfa J 
brilliant void to cmuduT spat. C ompelled h rlie rerfien vtmr 
au my follows. 

Daily ♦ Divine* Teleportation* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2[W] - Wisdom modifier damage. You teleport 5 
squares and then t deport the target to a square adjacent 
to you. 

Miss; Half damage. 

Effect: When you hi; the target with any melee attack 
before the end of the encounter, you can teleport a 
number of squares equal to your Intelligence modifier 
and then teleport the target to a square adjacent to you. 


Zealous Onslaught Avenger Attack 15 


frosting m v our deify to tjtibfr your steps, jmi dcuh /onvard to 
smite yaurfoe, sflidlf^f it shivering away. 

Daily ♦ Divine, Teleportation, Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you shift 5 squares. 

Target; One creature 
Attack: Wisdom vs. AC 

Hit: 2 [W] + Wisdom modifier damage, and you push the 
target 3 squares. The target grants combat advantage 
(save ends). 

Aftereffect: As a free action, you can teleport to a square 
adjacent to the target and make a melee basic attack. 
Miss: Half damage* and die target grants combat ad van 
tage until the end of your next turn. 

Level 16 Utility Prayers 


Battle Blessing Avenger Utility 16 


You have sworn their yaur cnerm shall /all and it will* by your 
or your aflvs hand. 

Encounter ♦ Divine 
Immediate Interrupt Close burst 5 
Trigger: You or an ally within 5 squares of you makes an 
opportunity attack against your oofh oj enmity target 
Effect: The opportunity attack deals t|;W| extra damage. 


Pillar of Chemoggar Avenger Utility 16 


You summon slrcnyifi team the oppressive dominion o/Cher 
twf$aw s knviyour eliemies. 

Dally ♦ Divine, Stance 
Minor Action Personal 

Effect; Until the stance ends, any enemy that starts its turn 
adjacent to you is slowed until the end of your next turn. 


Strength in Unity Avenger Utility 16 


The tics that join you ainf your friends become visible for a mo 
metif and serve as wards that shield you from harm. 

Encounter ♦ Divine 
Immediate Interrupt Persona! 

Trigger; An enemy attack damages you 
Effect; The damage of the triggering attack is reduced 
against you by an amount equal to your Intelligence 
modifier the number of allies within 2 squares of you. 


Summons to Duty Avenger Utility 16 


Your alh is propelled towardyour foe in a burst of wind and 

Encounter ♦ Divine 

Minor Action Close burst S 

Target: One ally in burst 

Effect: You slid*: the target to a square adjacent to an en¬ 
emy adjacent to you. 


Temple of Seclusion Avenger utility 16 


Tien' Mae rcme$ appear in die air a rou hi you, farming a par¬ 
tem that scatter* approaching oca fares* 

Daily 4 Divine, Stance, Teleportation 
Minor Action Personal 

Effect: Until the stance ends, when any creature ends its 
turn adjacent to you* you can teleport that creature 3 
squares as a free action. 


FOR THE DM: 

AVENGERS IN THE CAMPAIGN 

You might want to have the avenger represent more than 
just a class in your campaign setting. With no great stretch 
of the imagination* you could create an organization made 
up of* or led by, avengers. Then, depending on the classes* 
alignments, and deities the PCs choose* the characters 
could be friends or foes of that group. 

Your avenger organization might be made up of 
knights fighting to reclaim I heir holy land or a territory 
that they believe is rightfully theirs* With such a motiva¬ 
tion* avengers could come across as heroes or villains* 
The avengers could also be a clandestine group working 
behind the scenes, undermining governments or working 
against greater evils and trappings than the typical politi¬ 
cal rivalries of nations. 

You might encourage a PC to incorporate his or her 
background into this organization. Perhaps the charao 
ter is an agent working to keep an eye on the other PCs 
or to guide them toward certain paths. Or maybe she 
is trying to recruit the other PCs for the organization's 
purposes* Or, perhaps the character is trying to escape 
the organization* hoping to start a new life free of duty 
or expectations* 























Level 17 Encounter Prayers 


Wrathful Charge 


Avenger Attack I 7 


Accept No Defeat Avenger Attack 1 7 


i “ -v riinJcd pumiif is usually yrnir strength, but pavers, liter 
• Iv phrased u'iih fallback maneuvers, 

: ■ ..nter ♦ Divine. Weapon 
Standard! Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

- Wisdom modifier damage, 
v ■ r > tu shift 1 square and make a melee basic attack 
_ a different creature, with a ^4 bonus to the 
damage roll 


Lethal Intercession Avenger Attack 17 


. t :• . . ?uv> oj \\nii weapon summit l 1 ytuir/be. con/bumfin^ 
-Trucks. 

: - icmtet ♦ Divine. Weapon 

ScarKlard Action Melee weapon 

Target: One creature 

Artac k: Wisdom vs. AC 

* t - Wisdom modifier damage, and the target 
_ « j 2 penalty 10 attack rolls until the end of your 
next turn. 

j n sure of Pursuit: When you use this power against your 
r tnmity target, the power is reliable. 

Special: Ibis power can be used as an opportunity attack 
= r.si your oath of enmity target. 


- unishing Blow Avenger Attack 1 1 


» r : ; ncnn und al;i ivho stand with it must answer to 

now. 

i - unter ♦ Divine, Weapon 
Standard Action Melee weapon 

One creature 
Arrack: Wisdom vs. AC 

Wisdom modifier damage. If the target is your 
oath nmity target, each enemy adjacent to the target 
unts as a target of your oath 0 /enmity until the end 
■ ."next turn. 


» engeflll Parry Avenger Attack 17 


,;m vour metm 's attack and make a rip os ft* infused with 

pCKXT, 

- - nter ♦ Divine, Weapon 

1—^ - d ate Interrupt Melee 1 

4n enemy adjacent to you hits or misses you 
Ti * 1 et; The triggering enemy 

0fect The target takes a -2 penalty to the attack roll. 

Make the following attack against the target, 

“sure of Unity: The penalty to the target’s attack roll 
, jr Intelligence modifier. 

Attack: Wisdom vs. AC 

-fre 2 W - Wisdom modifier damage. You shift 1 square 
n : then slide the target 2 squares to a square adjacent 

ao you. 


You dash acmss the battlefield, .gaming mammtumfimn each 
attack Qtfaimt you* until you slam into your enemy with your 
weapon. 

Encounter ♦ Divine, Weapon 
Standard Action Melee 1 

Effect: You gain phasing and a -4 bonus to AC against 
Opportunity attacks until the end of your turn. You then 
charge and make the following attack in place of a melee 
basic attack. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2|W] - Wisdom modifier damage. The attack deals 
2 extra damage for each opportunity attack made against 
you during the charge movement. 

Censure of Retribution: The extra damage for each 
opportunity attack equals your Intelligence modifier. 


Level 19 Daily Prayers 



You Stride info the midst of itnir enemies, lay on/ about with 
your weapon. For each fot ym Strike, a celestial hhide forms 


alongside y our omi, lending mi^ht fa vour final attack 

Daily ♦ Divine, Teleportation. Weapon 

Standard Action Close burst 1 

Effect: Before the primary attack, you teleport 5 squares. 

Primary Target: Each enemy in burst 

Primary Attack: Wisdom vs. AC 

Hit: 1 [W) + Wisdom modifier damage. 

Effect: You teleport 5 squares and make a melee secondary 
attack. 

Secondary Target: One creature adjacent to you 
Secondary Attack: Wisdom vs. AC 
Hit: 3|W] + Wisdom modifier damage, plus 2 damage for 
each enemy hit by the primary attack. 

Miss: Half damage. 


Bonded by Blood Avenger Attack 19 


Your attack Jorges a hand heft wen you and new enemy. 

Daily ♦ Divine, Teleportation, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. Fortitude 
Hit: 4[W] E Wisdom modifier damage. 

Miss: Half damage. 

Effect: Whenever the target moves, you can teleport to 
a square adjacent to it as a Free action after its move 
mem is complete. This effect lasts until t Fie end of the 
encounter or until you end your turn not adjacent to 
the target. 
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Flame Unquenchable Avenger Attack 1 9 


Your prayer your weapon ablaze with Muc/irc. A sj?ic|I? 
thrust transfer* the flames to your foe. 

Dally ♦ Divine! Fire, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Nit: 3|W] - Wisdom modifier damage, and ongoing 10 fire 
damage (save ends). 

Miss; Half damage, and ongoing r > fire damage (save ends). 
Effect: Until the end of the encounter, the target takes a 
-1 penalty to saving throws against ongoing damage. The 
penalty worsens by -1 for each creature taking ongoing 
damage within 10 squares of the target. 


SERVING MULTIPLE MASTERS 

You can choose one god for your avenger to follow, hut 
there’s no reason why your character must champion only 
a single deity. You might serve the whole pantheon as a 
weapon against the primordial and others who oppose 
the immortals, or you could worship a particular pairing 
or group of gods based upon common cause. 

Perhaps you despise slavery and tyrants, and as such 
you pray to Avandra for luck and Sehanlne for stealth as 
you seek to bring your foes down. You might see your 
self as the hand of fate and look to both loun and the 
Raven Queen for what the future should hold. May he 
you strike out in the dark parts of the world, hoping to 
bring the triune light of civilization, craft, and knowledge, 
serving Era this, loun, and Moradln, Perhaps your drag¬ 
on born avenger puts faith in the might of dragons and 
pays homage to both Bahamut and Tiamat. You might 
believe in protecting others from dangerous knowledge 
and pray to both Sehanine and Vecna, believing that some 
secrets are better left kept. Your righteous wrath might be 
directed against undead with the blessings of both Pelor 
and the Raven Queen. It could be that you take strength 
from the pristine wilderness, and thus you follow Melora 
and Kord. 

Serving more than one deity gives you more role- 
playing options. You have more sources for made-up 
adages, more imagined religious rites you might perform, 
and more than one lens through which to view the world 
and express your perspectives. Having multiple deities 
also increases your opportunities to make a personal 
mark on the story of the campaign. If your avenger has 
more than one deity's cause to care about, you’ll have 
more chances to bring those different causes into focus 
during adventures. 


Stroke of Doom Avenger Attack 19 


You brandish vour Hvupon, seeking to drug your foe toward you 
with divine Jarre, failing that you leap to flu- foe, Either way; 
vour weapon is charged with lethal power. 

Daily ♦ Divine, Weapon 

Standard Action Ranged 5 

Target; One creature 

Primary Attack: Wisdom vs. Fortitude 

Hit: You pull the target to a square adjacent to you. 

Miss: You shift 5 squares to a square adjacent to the target. 
Effect: Make a melee secondary attack against the target if 
it is adjacent to you. 

Secondary Attack: Wisdom vs. AC 
Hit: 5[W| + Wisdom modifier damage. 

Miss: Half damage. 

Level 22 Utility Prayers 


Refuge of Piety _ Avenger Utility 22 


You dear your mfttd and ma^iaiiiv slouqh off 'impediments* 

Encounter ♦ Divine 

Move Action Personal 

Effect: You make a saving throw against each effect on you 
that a save can end. You shift 1 square for each save. 


They mitfhf hit you once . Inityou'll be dunmrd iftluy ’ll do it 
twite, 

Daily ♦ Divine, Stance, Teleportation 
Minor Action Personal 

Effect: Until the stance ends, whenever you are hit by an 
enemy’s melee or ranged attack, you can (deport 10 
squares to a square adjacent to your oath of enmity target 
as an Immediate reaction. 


Shield of Providence Avenger utility 77. 


Uttering a quirk prayer,you partially leave the pliysiail realm 
for a moment and channel rhe power of your foes attack into 
your own. 

Encounter ♦ Divine 
Immediate Interrupt Personal 
Trigger: An enemy lilts you with an area or a close attack 
Effect: You become insubstantial until the end of your next 
turn. In addition, your next attack before the end of your 
next turn deals 2d10 extra damage. 

Level 23 Encounter Prayers 


Chains of Fate Avenger Attack 23 


.Yyvou attack.you mystically bind rmu sworn enemy’s/ate w 
yours, amsitut it w share your injuries. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack; Wisdom vs, AC 

Hit: 3[Wj + Wisdom modifier damage. Until the start of 
your next turn, you take half damage from any source 
and your oath of enmity target takes the other half. 


Seeker’s Step 


Avenger Utility 22 
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Excoriating Challenge Avenger Attack 23 


Your holy symbol glows red as t'rni curse your foes. Hie might of 
your rebuke hurts away nearby creatures but brings your chasm 
foe be fore you fa r j u ctg j nont 

Encounter 4 Divine, Implement, Radiant, Teleportation 
Standard Action Close burst 3 

Target: Each creature In burst 
Attack: Wisdom vs. Will 

Hit: You teleport the target 5 squares to a square that Is 
farther away from you. If the target is your oath of enmity 
target, it instead takes 4d1 0 + your Wisdom modifier 
radiant damage, and you teleport it to a square adjacent 
to you. 


Fearsome Fury Avenger Attack 23 


Virhbnj dari/ics your objective better t/uiti the terror m your 
enemies' eyes. 

Encounter 4 Divine, Fear, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1[W] i Wisdom modifier damage. Until the end of 
your next turn, when the target makes any aiiack roll it 
Hikes a penalty to that attack roll equal to the number of 
your allies adjacent to it. 

Censure of Unity: The penalty equals the number of your 
allies adjacent to the target - your Intelligence modifier. 


Threatening Strike Avenger Attack 23 


i our strike knocks your fee aside, mid am hope 1 ir has q/Vscnp 
mq is diislitvi when Lt/Wsvoar weapon in its face. 

Encounter 4 Divine, Teleportation, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: j]W] Wisdom modifier damage, and you slide the 
target 2 squares. If the target moves before the start of 
your next turn, you can teleport to a square adjacent to it 
and make a melee basic attack against it. 

Censure of Retribution: Until the end of your next turn, 
you gain a bonus to your basic attacks' damage rolls equal 
to your Intelligence modifier. 


Vengeful Apparition _ Avenger Attack 23 


The touch of yam weapon sends you r_ foe reding in terror, and 
au become host JY: able to walk through walls saa r i/ircm^h 

rhe air. 

Encounter 4- Divine, Fear. Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. Fortitude 

Hit: 31 W| - Wisdom modifier damage, and you push the 
target a number of squares equal to your Wisdom modi¬ 
fier and knock it prone. 

Effect: You gain phasing and a fly speed of 6 until the end of 
your next turn. 

Censure of Pursuit: The fly speed equals 6 4- your Dex¬ 
terity modifier. 


Victory Hymn Avenger Attack 23 


You hum a In urn atwur u time when war ulfl run be needed 

if 

bur for upk you koE to end the % fit as the victorious survivor. 

Encounter 4 Divine, Healing, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs, AC 

Hit: 3fW] 1 Wisdom modifier damage. Before the end of 
your next turn, you gain a bonus to your next attack’s 
damage roils equal to your Wisdom modifier. 

Effect: If this attack reduces the target to 0 hit points or if 
you have reduced your oath of enmity target to 0 hit points 
during this encounter, you can spend a healing surge and 
make a saving throw. 

Level 25 Daily Prayers 


Amber Prisons Avenger Attack 25 


When you juiil your hum! away foam yoitr enemy, ir leaves 
behind an umber HifiJ from which shines an eerie hqhr, Those 
touched by ifs ^law become encased in amber sarcophagi. 

Daily 4 Divine, Implement. Radiant 
Standard Action Melee touch 

Primary Target: One creature 
Primary Attack: Wisdom vs. Fortitude 
Hit: 5dB 4 Wisdom modifier radiant damage, and the pri¬ 
mary target is immobilized j save ends). 

Miss: Half damage, and the primary target is immobilized 
until the end of your next turn. 

Effect: Make a secondary attack that is a dose burst 1* us¬ 
ing the primary target's space as the origin square. 
Secondary Target: Each enemy in burst other than the 
primary target 

Secondary Attack: Wisdom vs. Fortitude 

Hit: You slide the secondary target 3 squares, and it is 

immobilized until the end of your next turn. 

Miss: The secondary target is slowed until the end of your 
next turn. 


Drawn by Fate Avenger Attack 25 


five shfmrncrmtj pur to is appear, drawing 3 mi or your enemy to 
find your fate. 

Daily 4 Divine, Implement. Teleportation 

Standard Action Ranged 10 

Target: One creature 

Primary Attack: Wisdom vs. Will 

Hit: You teleport the target to a square adjacent to you. 

Miss: You teleport to a square adjacent to the target. 

Effect: Make a melee secondary attack against the target 
using your weapon. In addition, the target is drawn by 
fate (save ends! Until this effect ends, you can teleport 
the target to a square adjacent to you as a minor action. 
Secondary Attack: Wisdom vs. AC 
Hit: 4[W| Wisdom modifier damage. 

Miss: Half damage. 
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As you ntrih'fc, vimr praver bestows on you thi? mantle a/alie 
astral duunpion* allowing you rn /ly like an amp lie bdnij 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 4|W| + Wisdom modifier damage. 

Effect: Until the end of the encounter, you gam phasing and 
a fly speed of 6, and you can hover. 


THunderhead Smite Avenger Attack 25 


You present your hc>h >\ mM with a should prayer, causing 
lJ slracfe wave, to scam? your foes, and thimfer crushes over an 
enemy dial remains he hind. 

Daily ♦ Divine, Implement, Thunder 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Reflex 
Hit: You push the target 3 squares. 

Effect: One enemy adjacent to you takes 10 thunder 
damage for each target hit, If no enemy is adjacent to you, 
you regain the use of this power 


WHOM TO HUNT? 

The avenger walks a dark path of retribution and punish¬ 
ment. Yet with some deities it might be difficult to figure 
out whom the avenger seeks to censure. When the deity 
is as fair-minded as Baharout or as kind as Pel or, what role 
does your avenger fill? Below are some suggestions for the 
types of individuals or groups that an avenger devoted to 
a certain deity might obsess about, 

Avandra: Asmodeos worshipers, cheaters, people 
complacent in the face of evil, slavers, Torog worshipers 
Bahamut: Bullies, chromatic dragons, liars, Ttamat 
worshipers, unjust leaders 

Core lion: Drow, fomorians, Lolth worshipers, those 
who destroy beauty, those who destroy magic 

Erathis: Demons, Gruumsh worshipers, overzealous 
worshipers of Melora, revolutionaries, those who destroy 
the works of civilization, uncivilized peoples 

loun: Those who destroy knowledge, those who 
destroy magic, those who promote ignorant ideas, Veen a 
worshipers 

Kord: Cowards, those who possess strength but fail 
to use it, those who dissemble or employ subterfuge 
instead of direct confrontations, those who gain strength 
by making others weak 

Meloni: Aberrant^, overzealous worshipers of Erathis, 
Gruumsh worshipers, cultists of Yeenoghu 

Moradin: Cultists of primordials, “deviant" dwarves 
such as azers or duergar. those who leech off others' 
labors, traitors 

Pelor: Shadarkal, those who cause undue suffer¬ 
ing. the causes of famine and disease, undead, Vecna 
worshipers 

The Raven Queen: Cultists of Orcus, those who seek 
to prolong life beyond its natural end, undead, Vecna 
worshipers 

Sehanine: Asmodeus worshipers, zealots of any kind, 
those who destroy love, Zehir worshipers 


I cvel 27 Encounter Prayers 


Anvi I of Faith Avenger Attack 2 7 


Summoning strength /mm your comrades' atura^e.you deliver 
it miqlm Haw that lasses your enemy ac mss rite battte/tdd. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 3[W| t Wisdom modifier damage, and you push the 
target a number of squares equal to the number of your 
allies adjacent to it. The target takes 5 damage for each 
square it enters during the forced movement. 

Censure of Unity: f he target is knocked prone at the end 
of the forced movement. 


Brilliant Halo Avenger Attack 2 7 


As you hurl divine %hl ur y our enemy, a scintillating halo ap¬ 
pears a I we me Am rrumn that approaches is burned in its 
$hnv. 

Encounter ♦ Divine, Healing, Implement, Radiant 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 4d6 +■ Wisdom modifier radiant damage. Until the 
end of your next turn, any enemy that ends its turn 
within 5 squares of you takes S radiant damage, and you 
regain 5 hit points. 

Censure of Retribution: Your Intelligence modifier is 
added to the damage and healing caused when an enemy 
ends its turn within 5 squares of you. 


Hand of Silver Avenger Attack 27 


Y our hard shines with a silvery i is you much war enemy 

preventing its escape. 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Melee touch 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2d1 2 - Wisdom modifier radiant damage, and the 
target is restrained until the end of your next turn. 

Censure of Pursuit: The attack deals extra radiant damage 
equal to your Dexterity modifier. 
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Spark of Hatred Avenger Attack 27 


1 'here is a spark of hatred in even foul creature, and in many 
fair tines. The power of your oath fans that spa rfc. quirk and 
letliiiL 

Encounter ♦ Charm, Divine, Implement 
Minor Action Ranged 5 

Target: One enemy that is not your oath of enmity target 
Attack: Wisdom vs. Will 

Hit: The target Is dominated until the start of your next 
turn. Until this domination ends, the target can attack 
only your oath of enmity target. 

Level 29 Daily Prayers 



You inhale and draw vnur enemies dose, ttsitijj fit dr energy to 


deliver a rhtmderous attach against the object ofyarn malice. 

Daily 4 Divine, Implement, Thunder 
Standard Action Close burst 3 

Primary Target: Each enemy in burst 
Primary Attack: Wisdom vs. Fortitude 
Hit: You pull the primary target 3 squares, and it is deaf¬ 
ened (save ends). 

Effect: Make a melee secondary attack using your weapon. 
Secondary Target: One ad [scent creature 
Secondary Attack: Wisdom vs. AC 
Hit: 6[W] + Wisdom modifier damage, plus 5 thunder 
damage for each enemy adjacent to you. 



Utility shock waves resound around you and your enemy. Each 
yvchan^c of blows sends railing tendrils of destruction across the 
battlefield. 


Daily 4 Divine, Thunder, Weapon 
Standard Action Melee weapon 


Target: One creature 

Attack: Wisdom vs. AC 

Hit: 7(W| Wisdom modifier thunder damage, and the 
target takes a - 2 penalty to attack rolls against you 
(save ends). 

Miss: Half damage. 

Effect: Until the end of the encounter, whenever the target 
hits you, it chooses one of your allies within 5 squares of 
you or within S squares of the target. That ally is knocked 
prone. In addition, whenever you hit the target, you 
choose an enemy other than the target within 5 squares 
of you or within 5 squares of the target. That enemy is 
dazed (save ends). 


Divide and Condemn 



Yaw stride instantly toyour enemy and set your hand upon it, 
speaking a prayer of condemnmion, Nearby enemies are scar- 
i ere d by y mi r p r_m or. 


Daily 4 Divine, Implement, Radiant, Teleportation 

Standard Action Melee touch 

Effect: Before the attack, you teleport 1 0 squares. 

Target: One creature 

Attack: Wisdom vs. Will 

Hit: 7d8 - Wisdom modifier radiant damage. 

Miss: Half damage. 

Effect: You teleport each enemy adjacent to the target 10 
squares. 



Chaundinif the furyof fhc^oTyvoLi compel tin enemy ro lling 
itself onto your weapon. 


Daily 4 Charm* Divine, Weapon 
Standard Action Ranged 1 0 

Target: One creature 

Effect: You pull the target to a square adjacent to you, then 
make the following melee attack against it. 

Attack: Wisdom vs, AC 

Hit: 6[W] + Wisdom modifier damage. 

Miss: Half damage. 


March of Doom Avenger Attack 79 


You mi minimi your jtK‘ to march to the place where you intend 
for it to die, and then send vour allies to slm it there. 

•* T* 


Daily 4 Charm. Divine* Teleportation* Weapon 
Standard Action Close burst 5 


Target: One creature in burst 

Effect: You slide the target 5 squares and teleport to a 
square adjacent to it. You then slide each ally in the burst 
5 squares to a square adjacent to the target. Then you 


make the following melee attack against it 
Attack: Wisdom vs. AC 

Hit: 5[W] ~ Wisdom modifier damage, and you knock the 
target prone. 



As you attack, you apporn! yoursejf the nemesis of your chosen 
foe. Where you #o. if must/oflm^ 


Daily 4- Divine* Teleportation* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 5[W] 4- Wisdom modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter whenever you hit 
your oath of enmity target with an avenger attack power, 
you can teleport 5 squares and then teleport your oalh of 
enmity target to a square adjacent to you. 
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Ardent Champion 


"The fires of heaven inflame mv sank f am a sword in the 
fund of my god. Death means nothing fa meF 


Prerequisite: Avenger, Censure of Pursuit class 
feature, oath of enmity power 


Most avengers undergo training in secret temples or 
monasteries to prepare for their service and receive 
t heir powers through rites of initiation, hut some 
arc endowed with divine power simply through raw 
devotion to their god. Such avengers dig deep within 
I hem selves to find unmatched reserves of faith, 
making up for their lack of formal training with holy 
passion. These are ardent champions. 

As an ardent champion, you are an outsider, vonr 
spirit touched directly by the hand of your deity. You 
are most likelv unlearned in the esoteric lore of hour 
laith. and you have little connection to anv liierar- 
chics associated with it. In fact, others who lack vour 
passion might see you as a threat to the established 
ways. Where cynics and pragmatists see despair or 
uncertainty,you sec only your divine patrons will, 
and you set out to accomplish it regardless of obsta¬ 
cles, II von arc meant to triumph, you will. Ifyou are 
not, you are confident that you will soon be shown 
another way to serve vour god. 



Ardent Champion Path Features 

Holy Ardor (11th level): Whenever you make 
two attack rolls because ol your oath of enmity, you 
score a critical hit if both dice have the same roll, 
except if both rolls are 1. 

Ardent Action (11th level): When you spend 
an action point to take an extra action, you can also 
make a saving throw or shift a number of squares 
equal to vour Dexterity modifier. 

Ardent Fury (16th level): Once per round when 
you score a critical hit against your oath of enmity 
target, you can shift 1 square and make a basic attack 
against that target as a free action. 


Ardent Champion Prayers 


Fanatical Flurry Ardent Champion Attack 11 


You Du nth a reckless attack against ytmr chosen emmx and a!/ 
foes nearby ignoring your awn safttv; 

Encounter ♦ Divine, Weapon 
Standard Action Close burst 2 



Target: Your oath of enmity target and each enemy in burst 

Attack: Wisdom vs, AC 

Hit: 2[Wj + Wisdom modifier damage. 

Effect: You take a -2 penalty to all defenses until the end of 
your next turn. 


CHAPTER 1 | Avenger 



You enter a stare of zealous passion, consumed by the power of 
your faith. Defeating vour swam euemv is a test of faith for voir 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, your attacks deal extra dam 
age against your oath of enmity target equal to 1 dl 0 + 
one-half your level, In addition, when any ally deals dam¬ 
age (not ongoing damage) to your oath of enmity target, 
you take 3d6 damage. 


irresistible Ardor Ardent Champion Attack 20 


>'flu r >pf rir Mazes with deve?lion, lending hoh po\ve r to yo ur 
strike, Yflur sworn onorriy s attacks are as nothing to v'lnc 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 4[W] + Wisdom modifier damage. You regain the use 
of an encounter power that you have already used during 
this encounter. 

Miss: Half damage. 

Effect: Until you attack a creature other than your oofh of 
enmity target or until the end of the encounter, you gain 
a +2 power bonus to all defenses against the attacks of 
your oath of enmity target. 
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Dervish of Dawn 

hi the turnings of tli£ dance, die divine purpose is made 
dear.” 

Pr e r c q u i s ite : Ave nge r 

You are among a small number of avengers who seek 
enlightenment through the study of desert dervish 
traditions, in the tireless turns of the dervish dance, 
the cares and distractions ol the mortal world fall 
away, al 1 {rwi n g you to p e 1 l e i ve d iv inc truths. 

There are a number of derv ish traditions, and 
not all dervishes are avengers; must are priests and 
scholar s of desert peoples. Dervishes of the dawn rep¬ 
resent a tradition celebrating the mystic power of the 
sunrise and venerating gods of hope and enlighten¬ 
ment. As a dervish of dawn, you are an agent of hope, 
a wandering mystic given the sacred task of fighting 
oppression and despair and setting an example of 
piety wherever you travel 


Dervish of Dawn Path Features 

Celerity of Morning (11th level): When von 
spend an action point to take an extra action, you can 
also make a saving throw with a bonus equal to your 
Wisdom modi her. 

Radiant Blessing (1 Uh level): When you use an 
encounter or a daily attack power that has the radiant 
keyword, you gain a +2 bonus to all defenses until the 
end of vour next turn. 

Dervish Ecstasy (16th level): If you are bloodied 
during an encounter, you can use a second Channel 
Divinity power in that encounter. 


Dervish of Dawn Prayers 


Whirling Assault Dervish of Dawn Attack 11 

o_ 


You law rick into a graceful spinning dana* as yen dose cm your 
eneriw. in the rnesmenzht^form of your dance, you. free yourself 
from lt ri enemy s poucr and inspire your comrade as well 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Effect Before the attack, you shift 3 squares. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2[W] -f Wisdom modifier radiant damage* You and 
one ally within 10 squares of you can each choose to do 
one of the following things; 

4 Make an escape attempt against a grab as a free action. 
4 Make a saving throw against an effect that a save can 
end and that dazes, immobilizes, slows, or stuns. 





Your dance inspires you f a wild ecstasy*. Mar (aIs cannot long 
andurc sud: jay hut each time you strike your foe, new vigor 
into you. 


Daily 4 Divine. Healing, Stance 
Minor Action Personal 

Effect: Until the stance ends, whenever you hit one or 
more enemies with an attack, you regain hit points equal 
to your Wisdom modifier. In addition, whenever you miss 
every target with an attack, you take 3 damage. 



Asyou gmrc/uhy earn yourself across flic battlefield, your 
weapon begins to gleam. For the rest a I the fight, you glow with 
the hues of dawn, which scorch your foe with light. 


Daily 4 Divine. Radiant, Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you shift 3 squares. 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 3[W] + Wisdom modifier radiant damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, your at-will attack 
powers against the target deal 1 dS extra radiant damage 
to it. 
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Dread Imperator 

“U'lum rfie^ods command. I make sure you obt'i;" 

Prerequisite: Avenger, Censure of Unity t lass Fea¬ 
ture, oath of enmity power 



In the days of the human empire of Ncrath, many 
temples and faiths were wealthy and widespread 
enough to give rise to powerful hierarchies, kingdom- 
spanning organizations that often wielded both 
religious and secular power. 1 hose empires ol faith 
lapsed into disorder when Ncrath fell. Temples lost 
touch with each other, local leaders split from their 
distant masters, and disaffected people abandoned 
the great temples for generations. But in a few places, 
the titles and trappings of the old hierarc (lies survive. 
Imperators are among these surviving traditions, a 
reminder of the days when archpriests maintained 
temple armies led by imperators, ruled over estates, 
and sponsored vigilant orders of inquisitors to ferret 
out dissent and disloyalty. 

As a dread imperator, you have been invested in 
accordance with the old ways. liven though your 
deity's faith is only a shadow of its former kingdom- 
spanning glory, you still wield divine authority 
against your deity's enemies. You have the power to 
compel obedience from your foes and inspire loy¬ 
ally in your allies. You are a guardian of what you 


consider the right path, tirelessly seeking out foes 
both hidden and open. The day will come when the 
faith is restored throughout the lands, and you mean 
to be there to see it. 

Dread Imperator Path Features 

Deceptive Control (llth levelyAY \\ev\ youv oath 
of cumin target misses you \\ iih an attack, your ... 
gain combat advantage against that target until the 
end of its next turn. 

Imperious Action (11th level): When you spt 
an action point to take an extra action, you also 
an enemy within 5 squares of you 1 square or slide 
an ally within 3 squares of you 1 squares* 

Templar Reaction (16th level): When am 
scores a critical hit against your oath of enmity tar^e: 
yon cart make an opportunity attack against that 
target if it is within your reach. You gain a boom : 
the damage roll equal to your Intelligence modifier 

Dread Imperator Prayers 


Soul Stab Dread Imperator Attack 1' 


\ mist efvDur blade is a mist in yaur enemvA soul, wreru . 
if sideways to strike its companion. 

Encounter ♦ Charm, Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs, AC 

Hit: 2[Wj - Wisdom modifier damage, and you slide the 
target 7 squares. The target then makes a basic attac* 
against a creature of your choice. 


Crown of Souls Dread Imperator Utility 11 


The radiant i rmvti settling nn your bn.nv yi77ibafiif> yout 
im: Sbndoivs of the cmwnflash above your companions. 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, whenever you make mult p e 
attack rolls at one time against your oath of enmity targe: 
and they would all hit. choose an ally within 5 squares of 
you. That ally gains a -1 power bonus to attack rolls and 
all defenses until the end of your next turn. 


Imperator’s Judgment Dread Imperator Attack 2C 


You deliver a punishing Mow to your foe while prorunmt :n.: 
judgment against if. for a moment* your divine UUfhprrn c; * 
pels it ro aha you. 

Daily ♦ Charm, Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 3[W] Wisdom modifier damage, and the target is 
dominated until the end of your next turn. 

Effect: You gain another use of your soul stub power for ti 
encounter. 
























































Favored Soul 

"tV /10 a7ii i?l am the sward of heaven, farmed on the anvil 
of the war hi and you have angered mv master," 

Prerequisite: Avenger 

You have long harbored a divine spark within your¬ 
self, a subtle shard of your god’s essence. Long has it 
lain dormant, but as you dispatch your enemies and 
see your oaths through, the essence awakens and 
infuses your bodv with astral brilliance until your 
mortal shell transmutes into something greater than 
what it once was. Your deeds are the catalyst for vour 

J rf 

transformation into a favored soul. Once vou set foot 

j 

on this glorious path, you ever after carry with you 
the blessings of your god. 

Becoming a favored soul triggers several physi- 
c a I changes, spec i fit a I ly I he a ppeara i ice of feat her y 
wings that grow, almost overnight, from your back. 
These wings have strength enough to bear your 
we i g h t, Yoii r fe at he r s e a n b c a nv col or y on like. A s 
you continue down this path, your body lightens, your 
bones becoming hollow and strong so you can fly 
more easily without sacrificing your durability. Rv the 
time you complete this path, your lower body trails 
off into mist when you I ly. thus marking you as one of 
the heavenly host, kin to angels, and a special servant 
of your god. 



Favored Soul Path Features 

Favored Action (11th level): When you spend 
an action point to take an extra action, you or an aliv 
adjacent to you can also spend a healing surge. 

Heaven's Shield (11th level): While you have 
maximum hit points, you gain a +1 bonus to all 
defenses. 

Heaven’s Boon (16th level): A pair of feathery 
wings unfolds from your back, and you gain a fly 
speed of 6. You can use this speed only if you are 
wearing no armor or light armor. 



Favored Soul Prayers 


Radiant Rush Favored Soul Attack 11 
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Yea blur into action, 5feeding across the battlefield to sinash 
infaytmr enemy in a fin 1 0 of radiance, if your blow misses. flic 
light cancelh you. 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: Your onth of enmity target 
Attack: Wisdom vs. AC 

Hit: 2 [ W] "H Wisdom modifier radiant damage, you push 
the Target 2 squares, and the target is dazed until the end 
of your next turn. 

Miss: You gain concealment until the end of your next turn. 
Special: When charging, you can use this power 3n place of 
a melee basic attack. 



Year tower body fades info swirling mist as you gain mastery of 
your airborne wtovemgttf. 

Daily ♦ Divine, Healing, Stance 
Minor Action Personal 

Effect: Until the stance ends, your fly speed increases by 4. 

’ 

and you can hover. In addition, while you aren't blooded, 
you gain regeneration equal to your Wisdom modifier. 


Celestial Skirmish Favored Sou! Attack 20 


You take to the sky; your weapon aglow, You swoop and srrifet 
repeatedly as you dart past your foes. 

Daily ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Effect: You fly your speed 4- 2 . During this movement, you 
gain a 46 bonus to AC against opportunity attacks. At 
any point during the movement, you can make the fol 
lowing attack three times, each time against a different 
target. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2|W| - Wisdom modifier radiant damage. If you hit 
two creatures, the second is dazed (save ends). If you hit 
three creatures, the third is stunned (save ends). 





















Relentless Slayer 

7 am ther him* ofvour femd." 

Prerequisite: Avenger, oath of enmity power 

Many avengers find themselves confronting some 
great threat, such as a group of drew seeking to 
enslave a surface kingdom, an incursion of demons, 
a cult of'Tharizdun worshipers, or an empire of vam¬ 
pires secretly ruling over human cities. Whatever 
the threat might be, it is dire enough to drive you 
t o an old and p o wer I til r it e of s a c re t I c o m n i it n le n t, 
Through prayerful vigils, you have invested your oath 
of enmity with tremendous potency. All avengers rely 
on oath of enmity, but vou draw on yours to perform 
exceptional feats in battle. 

As a relentless slayer, you are always alert (or signs 
that your enemies are at work. Your adventures often 
lead you away from a longtime adversary for weeks 
or months at a time, but you know that vou have a 

wf T* 

sacred diitv to which vou must eventually return. 

J J 


Relentless Slayer Path Features 

S1 aye r' s O a th (11 th 1 eve 1): W h ene ve r you use 
oath of enmity, you can target a second enemy with it if 
that enemy is your slayer's enemy (see the sidebar). In 
addition, when you make an attack and could make 
two attack rolls because of oath of enmity, vou can 
choose to forgo making the second roll to cause the 
attack to deal 2d 6 extra damage instead. You make 
this choice before making the first attack roil. 

Lethal Action (11th level): If you spend an 
action point to make an attack against your oath of 
enmity target, the attack can score a critical hit on a 
roll of 18-20. 

Relentless Determination (16tli level): When 
you fail a saving throw against an effect caused by 
an enemy, your div ine attack powers deal 5 extra 
damage until the end of your next turn. 

Relentless Slayer Prayers 


Slayer’s Gambit Relentless Slayer Attack 1 1 




Relentless Fervor Relentless Slayer Utility 12 


Slayer’s Ascendancy Relentless Slayer Attack 20 


Through rht T pawr of your ^od, you sec fhr battle as if everyone 
else was moving at half speed. 

Daily 4 Divine, Stance, Weapon 

Standard Action Melee weapon 

Target: One enemy 

Attack: Wisdom vs. AC 

Hit: 4[W] + Wisdom modifier damage. 

Miss: Half damage. 

Effect: You assume the slayer's stance. Until the stance 
ends, you can make a melee basic attack once per round 
as a minor action. 


You recklessly bull) pur way through the press of enemies rp 
rueer yo ur destiny n ea r yo ur c1 1 ose i1 foe . 

Encounter 4- Divine, Weapon 
Sta nd a rd Acti on Melee we a po n 

Effect: You move your speed to a square where your 
oath of enmity target Is within your reach. During this 
movement, you can move through enemies' squares. 
Then you make the following attack. 

Target: Your oath of enmity target 
Attack: Wisdom vs. AC 

Hit: 21W| t Wisdom modifier damage. The attack deals 
5 extra damage for each opportunity attack made against 
you during the movement that is part of this power. 


Success against your choscnfoc creates opportunities against 
neafhv enemies. 

Daily 4 Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, when you make two attack 
rolls because of your path of enmity, make the rolls one 
at a time. If the first attack roll hits, you can choose to 
use the second attack roll as a melee basic attack against 
another enemy within reach. 


CHOOSING A SLAYER’S ENEMY 

Consult with your Dungeon Master about an appropriate 
enemy for your character. It should be a kind of monster 
you've faced before, and one that the DM plans to feature 
occasionally in upcoming adventures. A slayer’s enemy 
is a specific group of monsters-for example, demons, 
devils, drew, fire giants, minotaurs, or vampires. 
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Serene Initiate 

"Orth vvht'M ffu* mind is calm and the passions sfillrd can 
flic divine pm pose be understood. Wivr Jo f iviWd mv 
sirord in arujer-onh in necessity. 

Prerequisite: Avenger, oath of cumin pow or 



You have chosen to follow a path <if contemplation 
and calm. Some heroes are ruled bv their passions, 
but you seek a disciplined approach to your quests. 
You are not emotionless, but you believe that vou 
should rule your emotions instead ufbeing ruled by 
them* Anger* despair* fear-ail turn the mortal heart 
awa\ from the divine will. Likewise, vou must remain 

iW 1 » 

\ igilanl against excesses of mirth, desire* or pride. 

You believe that powerful emotions and worldly 
attachments tut angle the spirit with the mortal 
realm and keep you from paying attention to what is 
most important. 

Although you are slow to anger and careful in 
your actions, you are no pacifist. The world is lull 
oi dangers that must he met with force* and you are 
a warrior sworn to the service of the divine* When 
violent action is necessary—as it all too often is-vou 
battle your enemies with dispassionate efficiency* 

You see no reason to waste words on those who can't 
nr won't listen, or to extend merev to those who 

r 

would try to exploit it. 


Between adventures, you strive to set an example 
of moderation and piety. Many serene initiates are 
cloistered monks who pass their days in monasteries, 
leading lives ol self disc ipline and prayer until they 
are needed to confront darkness again. 

Serene Ini i iate Path Features 

Calm Eye (11th level): When you spend an 
action point So use an at-will attack power, that attack 
deals 2d 10 ex 1 1 a damage. 

Serene Edge (11th level): When you miss your 
oath q/Ymnih target with an encounter attack power, 
the attack deals damage to the target equal to your 
Dexterity modifier. 

Certain Cut (16th level): When you miss your 
oath of enniity target with an at-will attack power* the 
attack deals damage to 11 le targeL equal to your Dc\ 
teritv modifier. 

Serene Initiate Prayers 


Defining Cut Serene Initiate Attack 1 I 


Your deadly oifwi shapes rJie bunk-. 

Encounter ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One or two creatures 

Attack: Wisdom vs, AC. If one of the targets is your oath 
of enmity target, both targets are treated as your oath of 
enmity target for this attack. 

Hit: 3[VV] ■ Wisdom modifier damage* Until the end of 
your next turn, ihe target takes 10 damage the first time 
it uses an attack other than a basic attack. 


Deadly Calm Serene Initiate Utility 12 


Without imiltcc, without aityjtT each Now is ddlvervd os 
smoothly' arid pcr/calv us a one word prayer. 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, when you make two attack 
rolls because of oath of enmity and both would hit, the 
target takes extra damage equal to one-half youi level 


Heaven’s Edge Serene Initiate Attack 20 


Your mlv wins die furor tij unir drift: u'hich in turn jjuidi's 
your weapon atfalntfyaur sworn foe. 


Daily ♦ Divine, Weapon 
Standard Action Melee weapon 


Target: One creature 

Attack: Wisdom vs. AC 

Hit: 3[W] 1 Wisdom modifier damage. Before the end 
of the encounter* when you are next able to make two 
attack rolls because of your oath of enmity, you can 
instead make three attack rolls and use the result you 
prefer. 

Special: If you have no encounter attack powers available 
when you use this power, it is relsable. 


NEW PARAf.ON PATHS 





















Watchful Shepherd 

"Sometimes if foils to me to fecep flic wolves tnea\ from flic 
flock l do what J can.' 

Prerequisites Avenger 



Hidden orders and secret ceremonies of initiation 
arc the wav for many avengers, but you have come 
to embrace a simpler tradition. You are a protector 
of the common I oik who hides in plain sight, With 
a quiet manner and thoughtful devotion* vou are a 
steward of the gods' teachings* and between adven¬ 
tures you pa) as much attention to the spiritual 
well-being of the common folk as you pay to your 
avenger prayers. 

Many of the people you guard think you are noth¬ 
ing more than a rustic village priest or u wandering 
friar—unusually wise and compassionate, perhaps, 
but certainly no monster-slaying hero. I hey Ye mis¬ 
taken. of course, hut that suits you just fine- While 
you tend to their s| initial needs, you remain vigilant 
lor trouhie; brigands, marauders, hungry monsters, 
and villains all seek to prey on the w eak anti defense 
less, so vou stand guard over your flock if > keep these 

threats at Wav, 

■#- 

You prefer to avoid fame and glory, since that way 
leads to pride and an inevitable fall. To you it’s far 
better to allow your fellow adventurers to bask in the 
triumphs of the day and downplay your own contri¬ 
butions. After all. vou believe that vcmr reward lies in 
the next world, not minis one. 



Avenger 


Watchful Shepherd 
Path Features 

Stronger and Stronger tilth level): When vou 
spend an action point to take an extra action, you also 
regain hit points equal to Sd6 - one half your level. 

Shepherd's Guard (11th lev el): When you spend 
a healing surge, each ally adjacent to vou regains hit 
points equal to your Intelligence modifier. 

Humble Determination (16th level): W hile vou 
are bloodied, when your oath of enmity target damages 
you (not with ongoing damage), v our attacks deal Idb 
extra damage until the end of your next turn. 


Watchful Shepherd Prayers 


Shepherd’s Aegis Watchful Shepherd Attack 11 


The brilliance <xj your haty symbol wurrr.ynw Enemy against 
hale and fecfcfess wrath. 

Encounter ♦ Divine. Implement, Radiant 
Standard Action Melee touch 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2d 8 + Wisdom modifier radiant damage. Until the 
end of your next turn, the target lakes 2d 10 radiant 
damage the first time it attacks you or an ally within 7 
squares of you. 


Hidden Strength Watchful Shepherd Utility 1 2 


Your devotion pmviifcsjDu with a rovnvir of hidden sfnftyph. 
wJiu li your enemies do nor suspect. 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until I he stance ends, you gain a +1 power bonus to 
attack rolls and all defenses. If you have reached at least 
one milestone today, you instead gain a 42 power bonus. 


Quell the Hateful Watchful Shepherd Attack 20 


Your [inner tjiudb your foe's will t o harm you and your allies. 
The linger you take from your foe bcurnus Jwuimy power in 
v our hands. 

Daily ♦ Divine. Healing, Implement, Psychic 
Standard Action Melee touch 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 3d8 Wisdom modifier psychic damage, and the tar- 
gel takes a -4 penalty to attack roils (save ends!. 

Miss: Half damage. 

Effect: You and each bloodied ally within $ squares of you 
can spend a healing surge. 
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Weapon oe Fortune 

"Everything comes Joh n to chance: whether I live and 
whether von die." 

Prerequisite: Avenger, otith of emnitv power 


You :i re a servant of a deity of luck, and vou coni' 
plcteh trust your own good fortune. As a symbol of 
vottr devotion to chance, vou always earn a set of 

* J J mf 

dice with vou. When in doubt. vou trust the dice to 

< jt 

deternnne your aetions. Iust like tlte wiiid, yoii can be 
gentle and complacent or a dangerous storm capable 
of destroying those who stand in your way. Although 
vou are alway s unpredictable, vou can be a brave 
and loyal companion; fortune brought \our company 
together after all, and you know better than most 
that great deeds often How from unlikely friendships 
or chance meetings. 

You a re p r o ba bl y a wor siliper of/ \va i id ra or a 
similar deity. Your purpose is to inspire people to be 
daring, to take chances and seize opportunities, for 
those vs ho take no risks never realize their full poten¬ 
tial. In battle, v ou have learned to rely on chance. You 
are a potent combatant w hen luck favors you. 

Although you might not represent the typical 
image of a dh ine servant, you are nonetheless a faith¬ 
ful devotee of your deitv and vour beliefs. You have 

■** *■ 

little regard for the strictures oi loriual worship— 
you're more likely to be found gambling in a tavern 
than praying in a temple. But w hen chance leads you 
to down the path to adventure or into a situation that 
demands action, you don't hesitate to join the fight. 
\fter all. that's what's the dice told you to do. 

w 


Weapon of Fortune 
Path Features 

Fortune Favors the f ortunate (11th level): 

When you spend an action point to take an extra, 
action, roll a d6. Ifthc result is ft, you take the extra 
action hut keep the action point, and you can use 
another action point during the same encounter. 

I'll Take that Bet {11th level): When you take a 
critical hit or when your oath of e ninth target scores 
a critical hit, vou can roll a dh as a free action. If the 
result is 1, you take 2d6 damage. If the result is > or 
ft, the critical hit becomes a normal hit. 

Luck Is on Mv Side (lftth level): When you roll a 
20 on a saving throw, you end two effects on yourself 
that a save can end. 


Weapon of Fortune Prayers 


Luck, Not Skill Weapon of Fortune Attack 11 


ft s better to he ludh than skillful. You swimj uildh; hoping that 
your enemy fab W get out of the way 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. AC You ran choose to take a -4 pen 
alty to the attack roll If you do so, the attack deals 2|W| 
extra damage if ft hits. 

Hit: 2|W[ - Wisdom modifier damage. 


Signs of Favor Weapon of Fortune Utility 12 


Your pram invoice divine favor or disfavor on your efforts. 
Your suacssful strife against yem sworn foe lend you new 
snvriflfJi. bur cadi miss uvafew you with doubt. 

Daily 4 Divine, Healing, Stance 
Minor Action Personal 

Effect: Until the stance ends, whenever you hit your oath 
of enmity target, you regain hit points equal to your 
Wisdom modifier, but whenever you miss that target, 
you take 5 damage. 


Gambler’s Flourish Weapon of Fortune Attack 20 


Your weapon swings true, birr a hit of extra risk is 

worth the payoff 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs, AC, You can choose to take a -5 penalty 
to the attack roll If you take the penalty and the attack 
hits, the target is stunned instead of dazed and takes a - 2 
penalty to saving throws (save ends both}, tf you take the 
penalty and the attack misses, you grant combat advantage 
until the end of your next turn. 

Hit: 4[Wj t Wisdom modifier damage, and the target is 
dazed (save ends). 

Miss: Half damage, and the target is dazed until the end of 
Its next turn. 
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CHAPTER 2 


Cleric 
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"The povvprs pfdarftness do not defer me T /oid d£mon! 

Pdov Is my shield and strength P 

Wielding power sanctioned bv the 

gods, you are the center of your adventuring party. 

You guard your comrades and heal them when they 
are hurt, and you direct the course of the battle by 
weakening chosen enemies. 

Some clerics prefer to deal with toes directly, 
wading into hand-to-hand combat or scouring 
enemies with radiant blasts and pillars of flame. 
Others follow the path of the shielding cleric (a build 
introduced in this chapter) to defeat opponents by 
supporting stouthearted companions. In this role, 
von do not fear battle, hut you understand that vour 
divine power does the most good by blunting the 
attacks of your enemies and bolstering the efforts 
of your allies. Through your prayers, you share vour 
own unshakable conf idence and determination 
with your companions, heartening them ibr the 
challenges ahead. 

Whether youre a skull thumping battler, a 
devoted protector, or a charismatic source of 
inspiration, this chapter offers numerous wavs to Lead 
vour comrades in vour deity's cause. 

ij' «p * 

+ New Class Feature: A new Channel Divinity 
power, healers mercy , lets you further focus on 
healing your comrades, though at the expense of 
your own strength. 

♦ New Build: The shielding cleric is an expert at 
weakening and hindering enemies. In addition, 
you excel at helping your allies to help themselves 
by rewarding them for striking the foes you 
designate. 

♦ New Cleric Powers: Almost a hundred new 
pow ers expand the possibilities for battle clerics 
and devoted clerics as well as shielding clerics. 

♦ New Paragon Paths: Choose from among ten 
new paragon paths, such as the battle chaplain, the 
compassionate healer, and the miracle worker. 






























































































NEW CLASS FEATURE 


When you make your cleric, you cun sHccl the 

*• aP mf 

Channel Divinity power healers mercy in place of 
firm uruhW. 


Channel Divinity: Healer’s Mercy Cleric Feature 


Strength flows out from you to your injured comrades, refein 
dlrnif their resolve to see the buXtJc ro if*; end. 

Encounter ♦ Divine, Healing 
Standard Action Close burst 5 

Target: Each bloodied ally in burst 
Effect; Each target can spend a healing surge, You are 
weakened until the end of your next turn. 


NEW BUILD 


The Piiiivrs Jhmi/lwfc features the battle cleric and 
the devoted cleric. This chapter adds the shielding 
cleric, who leads the party through subtle prayers 
that aid and support other heroes. 

Shielding Cleric 

As a shielding cleric you believe that your place is 
not lu take the fight to the enemy direc tly, but ro 
bolster allies with your presence. Your prayers lend 
additional resources to your friends and create oppor¬ 
tunities for them to defeat their foes* Yours is a life 
of leadership through self sacrifice, ongoing support, 
and inspiration. You do not seek personal glory, and 
you take comfort in knowing that your allies couldn't 
have succeeded without you. 

Wisdom is your most important ability, since the 
prayers that support your tactics rely on it. Charisma 
is a vital secondary ability, making many of your 
prayers more effective. A good Strengl h is impor- 
tant if you intend to take melee powers. You should 
select powers that emphasize your role as healer and 
facilitator. 

Suggested Class Feature: Channel Divinity 
(healer V mercy)* 

Suggested Feat: Defensive Grace’ 

Suggested Skills: Diplomacy, Heal, Insight, 
Religion 

Suggested At-Will Powers: astral seal,* sacred 
flame 

Suggested Encounter Power: Kirn* 

Suggested Daily Power: font of tears* 

“New option presented in this book 
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NEW CLERIC POWERS 


Many of the powers described below benefit the 
shielding cleric, though any cleric interested in more 
if a support role can benefit from them. In addition, 
new powers expand options Ibr the two cleric builds 
described in the Player5 Handbook. 
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Level 1 At-Will Prayers 


Astral Seal 



IfMf Mi 


Cleric Attack 1 


Veil outline your enemy with r/rc silver glow of the Astro? Sen. 
and its heal in# % h t hi3 rJt esyourftien 1 


At-Will 4 Divine, Healing* Implement 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom +2 vs. Reflex 

Hit: Until the end of your next turn, the target takes a -2 
penalty to all defenses* The next ally who hits It before 
the end of your next turn regains hit points equal to 2 + 
your Charisma modifier 



trike 


Cleric Attack 1 


Your attack h£aJs a companion who strikes at the foe you 
condemn. 


At-Will 4 Divine, Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: 1 [W] r Strength modifier damage, and the next ally 
who hits the target before the end of your next turn re¬ 
gains hit points equal to your Charisma modifier. 

Level 21: 2[W1 - Strength modifier damage. 


L evel 1 Encounter Prayers 


Bane Cleric Attack 1 


You lav a myim curse upon your foe that shrouds ir in enmar- 
ituj shadows* 

Encounter 4 Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: Until the end of your next turn, the target takes a 
penalty to attack roils and all defenses equal to 1 + your 
Charisma modifier. 


Exacting Utterance Cleric Attack 1 


The suffer i ng of yoi tr ei t emy instills you r co ri i m d es wi 1 1 1 rig b - 
icons vigor. 

Encounter 4 Divine, implement 
Standard Action Ranged S 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: Until the end of your next turn, the target gains 
vulnerability to all damage equal to your Wisdom 
modifier, and any ally who attacks the target gains 
temporary hit points equal to your Wisdom modifier. 



Numinous Shield Cleric AHack 1 

_ ■ _ : _■ 


Divine radiance blazesjfotri your holy symbol as van strifes ydttr 
foe. forii] mg a halo of protection about van* 

Encounter 4 Divine, Radiant, Weapon, Zone 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 [W] + Strength modifier radiant damage, The attack 
creates a zone of shielding light in a close burst 2, The 
zone lasts until the end of your next turn. You and your 
allies gain a +2 power bonus to AC while within the 
zone* 



Shield Bearer Clerk Attack 1 


A warrior steps fra m between the worlds to defend 

your allies. 

Encounter 4 Conjuration, Divine, Implement, Radiant 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2d8 i* Wisdom modifier radiant damage. You conjure 
a shield bearer in an unoccupied square adjacent to the 
target. The shield bearer lasts until the end of your next 
turn* The shield bearer occupies 1 square, and allies can 
move through it as if it were an ally. While adjacent to 
tiie shield bearer, any ally gains a +2 power bonus to 
all defenses* 


War Priest’s Strike Cleric Attack 1 


Yo u smi [ e your / oe. c nrshirt# its arm o r and I eat 'i ng a g iowin# 
rwu 1 that guides your allies' attacks. 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs* AC 

Hit: 2[W[ - Strength modifier radiant damage. Until the 
end of your next turn, you and your allies have combat 
advantage against the target. 


Level 1 Daily Prayers 



Astral Condemnation 


Yoi j hrand a j oe 1 vi fh yo 11r g od V yjlcnvii ig symbu l to d rain povver 
from its attacks 


Daily 4 Divine, Implement, Radiant 

Standard Action Ranged 5 

Target: One creature 

Attack: Wisdom vs* Reflex 

Hit: 3d6 + Wisdom modifier radiant damage. 

Effect: Until the end of your next turn, the target takes 
a penalty to damage rolls equal to S - your Charisma 
modifier. 

Sustain Minor: he effect persists. 







































A jflfrnnfCTinjjj min shouvr< enemies around urn <cpiJ sups their 

will. 

Daily 4 Divine, Implement Zone 
Standard Action Close burst 3 

Targets Each enemy in burst 
Attacks Wisdom vs. Will 
Hit The target is dazed (save ends l 

Effects The burst creates a zone of shimmering energy that 
lasts until the end of your next turn. Any enemy that starts 
its turn within the zone takes a -2 penalty to attack rolls 
until the end of its next turn. 

Sustain Minor: The zone persists. 


Moment of Glory 


Cleric Attack 1 


Font of Tears 


Cleric Attack 1 


You cull Jouti u frrillivimaiimm W %hf fhar drivesyour cm 
t urn s it> (he q mu ml and hoist ers ttuir allies a^afnsf harm. 

Daily 4 Divine, Fear, Implement 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Wisdom vs* Will 

Hit: You push the target 3 squares and knock it prone. 
Effect: You and each ally in the blast gain resist 5 to all 
damage until the end of your next turn. 

Sustain Minor: The effect persists. 


Shield of the Gods Cleric Attack t 


Slummingyyiir weapon into fltr ground, you create a Mast of 
force that bowk over your foes. The eiu'rqr then coalesces into a 
glowing shield. 

Daily 4 Divine, Force. Weapon 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Strength vs. Reflex 

Hit: 1 |W| Strength modifier force damage, and you 
knock the target prone* 

Miss: Half damage. 

Effect: You or an ally within S squares of you gains a 
- 3 shield bonus to AC and Reflex until the end of the 
encounter. As a minor action, you can transfer the bonus 
to yourself or a different ally within 3 squares of you. 


Weapon of Astral Flame Cleric Attack l 


You conjure a weapon of divine flame rluii duplicates rhe arte 
you wield. 

Daily 4 Conjuration, Divine, Fire, Weapon 
Standard Action Melee weapon 

Effect: You conjure a weapon of astral flame in your space. 
The weapon lasts until the end of your next turn. When 
you move, [he weapon moves with you, remaining in 
your space. The weapon makes the following primary 
attack when it appears. 

Primary Target: One creature 

Primary Attack: Strength vs. Reflex 

Hit: 1 [W[ + Strength modifier fire damage, and the 

primary target takes a -2 penalty to attack rolls until the 

end of your next turn. 

Sustain Minor: The weapon persists and makes a second 
ary attack. 

Secondary Target; One creature 
Secondary Attack: Strength vs. Reflex 
Hit: 11W] fire damage. 
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Level 2 Utility Prayers 



Vow dothcynur ally in lining golden armor created from the 

.. *C ■ * 

essence of me Astral Sea, 

Daily 4 Divine 

Standard Action Close burst 5 

Target: One ally In burst 

Effect: The target gains a +4 power bonus to a defense of 
your choice until the end of the encounter. 


Levee 3 Encounter Prayers 


Astral Flare Cterit Attack 3 


You brandish your holy sy mbol and invoke die power of the ijods 
to dazzle yvur foes. 

Encounter 4 Divine, Implement 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: The target is dazed until the end of your next turn- 


Divine Skill Cleric Utility 2 


You grant divine grace to bolster your ally's prowess in a skill at 
a crucial moment. 

Encounter 4 Divine 

Minor Action Close burst 5 

Target: One ally In burst 

Effect: The target gains a power bonus to his or her next 
skill check before the end of the encounter The bonus 
equals your Charisma modifier. 




Holy Vestments 



(/lowing sigds blossom over your armor, forming a protective 
web. 


Daily 4 Divine 

Standard Action Personal 

Effect: Choose acid, cold, fire. lightning, poison, or thunder. 
Until the end of the encounter, you gain resist 5 to that 
damage type, and any ally who ends a move adjacent to 
you gains resist 5 to that damage type until the start of 
his or her next turn. 



iraiises mid lacerations appear on your body as they vanish 
fmmyaur patient. 

Encounter 4 Divine, Healing 
Standard Action Melee touch 

Target: One creature 

Effect: You take damage equal to your healing surge value, 
which can’t be reduced in any way. The target regains hit 
points equal to twice that value. 


Return from Death s Door 
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You snatch an ally from the brink of death 


Cleric Utility 2 


Daily 4 Divine, Healing 
immediate Interrupt Ranged 20 

Trigger: An ally within 20 squares of you fails a death saving 
throw 

Target: The triggering ally 

Effect: 1 he target succeeds on the death saving throw and 
can spend a healing surge. 


Hammer of the Gods Cleric Attack 3 


Your Inspired onslaught barters a foe, and year companions 
strike it with equal zeal. 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 [W] + Strength modifier radiant damage. When any 
ally hits the target before the start of your next turn, the 
target takes 1 d6 extra radiant damage. 


Hymn of Resurgence clerk Attack 3 


Vow foes' rcsohv crumbles as your hymn bestows divine raj or 
on your allies. 

Encounter 4 Divine* Implement 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Wisdom vs. Fortitude 

Hit: The target takes a -2 penalty to all defenses. When 
any ally hits the target before the end of your next turn, 
the target is knocked prone. 

Effect: Each ally in the burst can choose either to gain 5 
temporary hit points or to make a saving throw. 



Cleric Attack 3 


A web oj gleamittQ strands cars into your joes and defends vout 



Encounter 4 Divine* Implement, Radiant 
Standard Action Area burst 1 within 5 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: 1d8 Wisdom modifier radiant damage, and each 
ally in the burst gains a +2 power bonus to AC until the 
end of your next turn. 


Sacred Shielding cleric Attack 3 


Your weapon is burned in holy light, and a mantle of equal bril- 
fiance springs into catsU mcc around von. 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: 2[W] + Strength modifier radiant damage. Until the 
end of your next turn, each ally adjacent to you or to 
the target gains resistance to all damage equal to your 
Charisma modifier. 
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Cleric 


NEW CLERIC POWERS 





































Level 5 Daily Prayers 


Hallowed Advance 


Cleric Attack 5 


je power ofyour flod draws an ally roymrr side, eager to share 
in victory. 

Daily 4 Divine, Healing, Teleportation, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 2[W] + Strength modifier damage. 

Miss: Half damage. 

Effect: One ally within 5 squares of you can teleport 
adjacent to the target and make a melee basic attack 
against it as a free action, In addition, that ally can spend 


Revealing Light 



Cleric Attack 5 


A narrow beam tf/'bnl/itmi blue-white Ipjht km res down to il¬ 
luminate a foe dial sedb die shadows. 

Daily 4 Divine, Implement* Radiant 
Standard Action Ranged 10 

Target: One creature 

Attack: Wisdom vs. Reflex. The attack ignores concealment 
and cover. 

Hit: 3d6 4- Wisdom modifier radiant damage. 

Effect: The target takes ongoing S radiant damage and 
cannot become hidden (save ends both). 

Level 6 Utility Prayers 



arracking you or you r allies. 


Daily 4 Divine, Fire, Radiant 


Daily 4 Divine, Implement, Reliable 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: The target is affected by your halo of consequence 
(save ends). Until the halo ends, the target takes a -4 
penalty to attack roils, and after the target attacks you or 
any ally, it is dazed until the end of its next turn. The tar¬ 
get takes a -7 penalty to saving throws against the halo. 


Minor Action Close burst 5 

Target: Each ally in burst 

Effect: The next time the target hits before the end of the 
encounter, that attack deals 1 d6 extra fire and radiant 
damage. 



Cleric Utility 6 


.Sacred %lif suffuses your comrade, bestowing your god's bless¬ 
ing in battle* 



TTiTte ••• 


Cleric Attack S 


\\ rih a n impassioned pravrr. ya u traas/lv vanr encmv to the 
spat. 


Daily 4 Divine, Implement 
Standard Action Ranged 1 0 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2d6 - Wisdom modifier damage. The target is dazed 
and immobilized (save ends both). 

Miss: Half damage, and the target is slowed until the end of 
your next turn. 


Iron to Glass Cleric Attack 5 


7 racintf r u nes of den i a I i n 1 1 te a tr. \a a ca use van r _ foe s wea p o n s 
to became as brittle as r ^iass, 

Daily 4 Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: Until the end of the encounter, the target takes a -4 
penalty to melee damage rolls. Whenever the target 
hits with a melee attack, the penalty worsens by 2 to a 
maximum of -1 0. 

Miss: Until the end of the encounter, the target takes a 
-2 penalty to melee damage rolls. Whenever the target 
hits with a melee attack, the penalty worsens by 1 to a 
maximum of-5. 


Daily 4- Divine, Healing 
Standard Action Melee touch 

Target: You or one ally 

Effect: Until the end of the encounter, the target gains a 
4 2 power bonus to attack rolls and damage rolls, and 
when the target is first bloodied, he or she can spend a 
healing surge. 


Holy Celerity Cleric Utility 6 


You imbue an ally with the con/i dena? to advance aijamst all 
impediments* 

Encounter 4 Divine 

Minor Action Ranged 10 

Target: You or one ally 

Effect: Until the end of your next turn, the target ignores 
the effects of the immobilized, restrained, and slowed 
conditions. 



Cleric Utility 6 


A flowing.figure appears at your command, casting an aura of 
health ovtTyour allies. 


Daily 4 Conjuration, Divine, Healing 
Minor Action Ranged 1 0 

Effect: You conjure a spirit of healing in 1 square within 
range. The spirit lasts until the end of your next turn 
When an ally In the spirit s square or adjacent to it hits 
an enemy, that ally regains hit points equal to twice your 
Wisdom modifier. As a move action, you can move the 
spirit 4 squares. 

Sustain Minor: The spirit persists. 
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Your lift* energy flaws into a tompaman aad grants ymtrfiierttl 
the vitfor tnfUjht on. 


Daily + Divine, Healing 
Minor Action Personal 

Effect; You take ongoing S damage {save ends), This dam 
age can t be reduced in any way At the end of your turn, 
you can choose not to make a saving throw against this 
ongoing damage. Whenever you take the ongoing dam¬ 
age. an ally within 5 squares of you regains 1 5 hit points. 


Level 7 Encounter Prayers 


Bolts of Warding Cleric Attack 7 


\ our weapon crackles with divine iLjhrmm] that ares out to 
s [ ri fee a n v - wh a t h re a i en \ m i r a 1 h es. 

■? I* 

Encounter + Divine, Lightning, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit; 2[W] ■ Strength modifier lightning damage. Until 
the end of your next turn, any enemy takes 5 lightning 
damage if it ends Its turn adjacent to any ally within 5 
squares of you, 


Denunciation Cleric Attack 7 


Van |? run oimcc a divine curse, and mates of darkness swirl 
around your enemy to hinder it 

Encounter + Divine, Implement 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Will 

Hit; Until the end of your next turn, the target is dazed and 
takes a penalty to attack rolls and all defenses equal to 
your Charisma modifier, 


Price of Violence Cleric Attack 7 


Your enemy daws at its sightless eyes after dariutf to attack 

Encounter ♦ Divine, Implement 
Immediate Reaction Ranged S 

Trigger: An enemy within S squares of you hits you or your 
ally 

Target: The triggering enemy 
Attack; Wisdom vs. Fortitude 

Hit: The target is blinded until the end of your next turn. 


Strike of Judgment Cleric Attack 7 


Your attac k visits pain upon yom foe and ensures that yon and 
your allies in'/I be compensated if flnif/oe dares to retaliate. 

Encounter + Divine, Healing, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Will 

Hit 2[W] ~ Strength modifier damage. 

Effect: The next time the target hits or misses an ally before 
the end of your next turn, one ally of your choice within 5 
squares of the target regains 10 hit points. 



Zealous Sanction Cleric Attack 7 


You name your foe ait ettemv of your tfdd. Divine power scars if 
and heals any who Strike it 

Encounter + Divine, Healing, Implement, Radiant 
Standard Action Ranged 1 0 

Target: One creature 
Attack; Wisdom vs. Will 

Hit: 2d 8 + Wisdom modifier radiant damage. The first 
time any ally hits the target before the end of your next 
turn, that ally can spend a healing surge. 


Level 9 Daily Prayers 


Crucial Resurgence Cleric Attack 9 


The pain of your wounds orify inspires you to $ rearer heights. 

Daily + Divine, Healing, Weapon 
Standard Action Melee weapon 

Requirement: You must be bloodied. 

Target: One creature 

Attack; Strength vs. AC 

Hit: 2!W| 4- Strength modifier damage* 

Effect: You and each ally within 5 squares of you can spend 
a healing surge. 
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Dismissal Cleric Attack 9 


You utter a mighty s hour tin J casi your fiicnn' put of the world. 

Daily + Divine, Implement, Teleportation 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: The target disappears into an extra planar prison 
(save ends). The target takes a -2 penalty to saving 
throws against this effect, or a - S penalty if It is an aber¬ 
rant, elemental, fey, immortal, or shadow creature. When 
the target saves against this effect, it reappears in its 
original space, if that space is occupied, the target returns 
to the nearest unoccupied space. 

Aftereffect: The target is dazed until the end of Its next turn. 
Miss: The target disappears into an extraplamar prison until 
the end of your next turn. The target then reappears in 
its original space. If that space Is occupied, the target 
returns to the nearest unoccupied space. 


Rebuke Violence Cleric Attack s 


With a fervent prayer, von pi; recall thoughts of battfe from tour 
memvT mind. 

Daily ♦ Divine* Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: The target cannot attack (save ends). Until you or any 
ally attacks the target, It takes a - 5 penalty to saving 
throws against this effect. 

Miss: The target cannot attack until the end of your 
next turn. 

Level 10 Utility Prayers 


Godsight Cleric Utility i 0 


You I Justine rfre ability to see through deception. 


Divine Fury 

• 

_• ■ : 

■ ii 



■' —IV 

v r.. lad 

Gene Attack 9 


Your pair a? is servants take notice of your struck 1 ami reward 
companions while punishing your enemies. 


Daily ♦ Divine, Healing, Radiant, Weapon, Zone 

Standard Action Close burst 1 

Target: Each enemy in burst 

Attack: Strength vs. Fortitude 

Hit: 2[W] + Strength modifier radiant damage. 

Miss: Half damage. 

Effect: The burst creates a zone of divine fury that lasts 
until the end of your next turn. When any ally within the 
zone hits an enemy, that ally regains 10 hit points. 
Sustain Minor: The zone persists. 


Dally ♦ Divine 

Minor Action Ranged 5 

Target: You or one ally 

Effect: The target gains truesight 5 until the end of the 
encounter. 


Healer’s Balm Cleric Utility 10 


You lav a hand on your comrade's brow, taking on Ins or her 
pain and sufferiivy 

Encounter ♦ Divine 

Standard Action Melee touch 

Target: One ally 

Effect: You transfer to yourself all effects on the target t hat 
a save can end. You gain a -4 bonus to saving throws 
against those effects. 


DWARVES WHO DON'T 
WORSHIP MORAD1H 

Many dwarves revere Moradin first among the gods, but 
they also recognize that different deities hold sway over 
different aspects of life. Like other folk, the great majority 
of dwarves venerate various deities at appropriate times. 
Dwarves whose interests go beyond the typical values of 
industry, stoicism, and artfsanship are just as likely to give 
homage to the deity of their vocation as to Moradin. The 
Soul Forger shaped them in body and soul long ago, but 
they have lived under the influence of many gods—both 
beneficial and malevolent—ever since. 

For example, a dwarf soldier makes offerings in Mora¬ 
din s name most of the time, but when marching off to 
war she might call upon Kord for strength, Bane for vic¬ 
tory, or Bahamiit for honor, A dwarf tomb-keeper might 
take the Raven Queen as his patron, while a dwarf rogue 
who travels in search of adventure is likely to honor 
Avandra. Likewise, dwarves know that their hearts are 
touched by Sehanine, their minds shaped by Erathis and 
loun, and their fates overseen by the Raven Queen, They 
thank Pelor for the warmth of the sun and Core I Ion for 
the inspiration to create works of beauty. 


Recall Ally Cleric Utility 1 0 


You summon a comrade fa your side. 

Encounter + Divine, Teleportation 
Move Action Ranged 20 

Target: One ally 

Effect: You teleport the target to a square adjacent to you. 


Sacred Beneficence Clerk Utility 10 


. \ s lo ru] as you si a n d _ i Irm acj a insi fit e on erny. you r an npan i o u 
if raw >s o a you r st reng r I* to rental n un bo wo d. 

Daily ♦ Divine, Healing 

Standard Action Melee touch 

Requirement: You must not be bloodied. 

Target: One ally 

Effect: The target gains regeneration 10 until you are 
bloodied or until the end of the encounter. 


Word of Vigor Cleric Utility 1 0 


Your rin^itiy prayer inspires aII nearby to draw an inner 
reserves. 

Encounter ♦ Divine, Healing 
Minor Action Close burst 1 

Target: You and each ally in burst 
Effect: Each target can spend a healing surge and regain 
2d6 additional hit points. 
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Level 13 Encounter Prayers 


Level 15 Daily Prayers 


Angel’s Rescue Cleric Attack 13 


You invoke arc angel's name to Imd strength favour attack arid 
ca rn- voi it al[y out of da ruier, 

Encounter 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 3|W| + Strength modifier damage. 

Effect: You slide an ally who is adjacent to you or to the 
target 2 squares. 

Special: When charging, you can use this power in place of 
a melee basic attack. 


. 

Cleric Attack 1 3 


Crown of Light 

O 


Blazing livjhl coalesces over your all) to form a crown whose 
rad hi nee p i erces su rro u n d imj foes. 


Encounter 4 Divine, Implement, Radiant 
Standard Action Ranged 10 

Primary Target: One ally 

Effect: Until the end of your next turn, the primary target 
gains a power bonus to all defenses equal to your 
Charisma modifier. Make a secondary attack that is an 
area burst 1 centered on the primary target. 

Secondary Target: Each enemy in burst 

Attack: Wisdom vs. Reflex 

Hit: 3d6 + Wisdom modifier radiant damage. 



Cleric Attack 13 


Awful brilliance/lashes jrmn vour eyes. Winding joes arid inspir¬ 
ing allies. 


Daily 4 Divine, Implement, Radiant, Zone 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 
Hit: The target is blinded (save ends). 

Effect: The burst creates a zone of bright light that lasts until 
the end of the encounter. When you move, the zone moves 
with you, remaining centered on you. Any ally who begins 
his or her turn within the zone deals 2d6 extra radiant 
damage with melee or ranged attacks until the start of his 
or her next turn. 


-*• t rCL- r - HI** Ipytjr ! »- |'if '"'t jj p j I ,v; i j! 

Divine Reprisal Cleric Attack 1 5 


You utter a prayer to heal an ally's injury mid e.vacr pimisJummf 
ij+] a\nst (he a Hacker. 

Daily 4 Divine, Healing, Implement, Radiant 

Immediate Reaction Ranged 1 0 

Trigger: An enemy within TO squares of you hits your ally 

Target: The triggering enemy 

Attack: Wisdom vs. Will 

Hit: 3d8 - Wisdom modifier radiant damage. 

Effect; The ally can make a saving throw and can spend a 
healing surge. 


Deadly Lure Cleric Attack 13 


Your Imperious gesture drays an emnm toward you. compelling 
h to lower its defenses. 

Encounter 4 Charm, Divine, Implement 
Standard Action Ranged 5 

Target; One creature 
Attack: Wisdom vs. Will 

Hit: The target gains vulnerability to all damage equal to 2 
+ your Wisdom modifier until the end of your next turn. 
The target then moves its speed toward you. taking the 
safest path possible. 


Promise of Victory Cleric Attack 13 


With a flurn of devastating strikes, you show viour enemies June 
dose they arc to defeat. 

Encounter 4 Divine, Weapon 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Strength vs. AC 

Hit: 2[W] + Strength modifier damage, and the target 
takes a -2 penalty to all defenses until the end of your 
next turn. 


Remorse Cleric Attack 13 


\ aur words of reproach anise your/oes ro hesitate as they regret 
their violent acts. 

Encounter 4 Divine, Healing, Implement 
Standard Action Area burst 1 within 5 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: Until the end of your next turn, the target gains vul¬ 
nerable 10 to all damage and is dazed. 

Effect: Each ally in the burst can spend a healing surge. 



Cleric Attack 15 
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As voi i r weapn rc str i fe es ya u rfo e. dirt u e p aw cr jio ws fro in ym a to 
farm a harrier that protects your allies. 


Daily 4 Conjuration. Divine. Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier damage. 

Miss: Half damage. 

Effect: You conjure a wail of gleaming energy that origi¬ 
nates in your space and can be up to 8 squares long and 
up to 2 squares high. The wall lasts until the end of your 
next turn. Any ally within the wall or adjacent to it gains 
cover. Any enemy that enters the wall is immobilized 
until the end of its turn. 

Sustain Minor: The wall persists. 


Penance of Blood Cleric Attack 13 


Divine displeasure visits even more pant on ymir enemies. 

Daily 4 Divine. Implement 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit: The target gains vulnerable 5 to all damage until the 
end of the encounter. 

Effect: Until the end of the encounter, any vulnerability you 
cause your enemies is increased by your Wisdom modifier 
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Wrath of the Faithful 


Cleric Attack 15 


Level 17 Encounter Prayers 


You ilrtnv resolve jT&myow a/firs to strike down ihv enemy thin 

face. 

Daily 4 Divine, Reliable* Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC. You gain a —1 bonus m the attack 
roll for each ally adjacent to the target. 

Hit: 4[W] + Strength modifier damage. 


Levi l lb Utilit y Prayers 





Cleric Utility 16 


U’ir/t deliberate steps, you stride upward on lurithiiJU^ t'loudi. 


Daily 4 Divine 

Minor Action Personal 

Effect: Until the end of tho encounter, you gain the ability 
to move on air as if it were a solid surface. If you end 
your turn more than 2 squares above a solid surface, you 
descend gently until you are 2 squares above one. 


Cloak of Courage Cleric Utility 16 


Your prayer hols tires your lompan ions' will and/ills Htrni with 
hope. 

Encounter 4 Divine 

Standard Action Close burst 2 

Target: Each ally in burst 

Effect: Each target gains temporary hit points equal to hts 
or her healing surge value. Until the end of your next 
turn, each target gains a +4 power bonus to all defenses 
against fear effects. 


Cure Critical Wounds Cleric Utility 16 


Intoning die name of vow god. you heal uni r friends injuries 
with a soothing touch. 

Daily 4 Divine, Healing 
Standard Action Melee touch 

Target: You or one creature 

Effect: The target regains hit points as if it had spent three 
healing surges. 


Radiant Beams Cleric Utility 16 


\ hdfo o/ hrdJiaiiLC springs /ram your brow, defending nmr 
comrades/mm thejbulnetf of the imtfetid. 

Daily 4 Divine, Radiant 
Standard Action Close burst S 

Target: You and each ally in burst 
Effect: Until the end of your next turn, each target gains 
resist 20 necrotic and deals 1 radiant damage to any 
enemy that attacks him or her. 

Sustain Minor: The effect persists. 


Unexpected Return Cleric Utility 16 


V swift chant #!ves your <jl/y a second clmucc ur life. 


Encounter 4 Divine, Healing 
Immediate Reaction Ranged 5 

Trigger: An ally within 5 squares of you drops to 0 hit points 
or fewer 

Target: The triggering ally 

Effect: The target can spend a healing surge. 



CHAP L t K 1 


Divine Phalanx Cleric Attack 17 


\s you arftidb. divine Trumpets sound, nmfymjr tillfes rally to 
your side. T^fether, you aw all stronger. 

Encounter 4- Divine, Radiant, Teleportation, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 21W1 - Strength modifier radiant damage. 

Effect: You teleport each ally within 1 0 squares of you to a 
square adjacent to you. Each ally you teleport gains a +2 
power bonus to AC and to attack rails until the end of your 
next turn. 


Halo of Peace Cleric Attack 1 7 


Yen 'himyour weapon info your foe and mffrfd it in brilliant 
energy that hampers its attacks. 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| - Strength modifier radiant damage. Until the 
end of your next turn, the target takes a -4 penalty to 
attack rolls and cannot make opportunity attacks. 


Malediction Cleric Attack i 7 


\ nr enemy is crippled by Hie terrible curse you pronounce 
djpifnsf it. 

Encounter 4 Divine. Implement 
Standard Action Ranged S 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: The target is weakened and dazed until the end of 
your next turn. 


Sever the Source C lenc Attack 17 


\ ^learning rime ofaMtitficma appears an your eneim; cutting it 
off from divine Messing. 

Encounter 4 Divine 

Standard Action Ranged 5 

Target: One creature 

Effect: Until the end of your next turn, the target gains 
vulnerability to all damage equal to 10 +- your Wisdom 
modifier and cannot regain hit points. 


Starry Snare Cleric Attack 17 


You weave a net of astral %hr, which imprison* your foe in 
^Ilttcrli^ slra nd>. 

Encounter 4 Divine, Implement, Radiant 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 3d8 + Wisdom modifier radiant damage. Until the 
end of your next turn, the target is immobilized, cannot 
teleport, and does not benefit from being insubstantial. 
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Cleric Attack 19 


rvri 19 Daily Prayers 


Beacon of Doom 


With a resounding strike, von denounce your enemy. h crum 
Acs under a /lurn of attacks jfrom vour friends. 


Daily + Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 21W| + Strength modifier damage. 

Miss: Half damage. 

Effect: The target takes a -4 penalty to all defenses 
save ends). 

Each Failed Saving Throw: One ally within 10 squares 
of the target can make a basic attack against it as a free 
action. 

Aftereffect: Each ally within S squares of the target can 
make a basic attack against it as a free action. 



Vour ally is overcome, Imtycw fun time To restore that campim- 


_'-n 5 ficahh. 


Daily + Divine, Healing, Implement 
Immediate Reaction Ranged 5 

Trigger: An ally within 5 squares of you drops to 0 hit points 
or fewer 

Primary Target: The triggering ally 

Effect: The primary target regains hit points as If he or she 
ad spent a healing surge. Make a secondary attack that 
s an area burst 2 centered on the primary target. 
Secondary Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit; The secondary target is stunned (save ends). 


Moment of Peace cleric Attack 19 


■ wave of Tranquility washes over your foes, rendering them 
: arm less far a critical ui ament 

Daily ♦ Divine, Implement 
Standard Action Close blast 5 

Target; Each enemy in blast 
Attack: Wisdom vs. Will 

Hit The target s attacks deal no damage (save ends). 

Miss: The target’s attacks deal no damage until the end of 
vour next turn. 


Realm of Battle 


ad< 
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k 19 


. ^weepyour weapon through the air anil call out for divine 
. : A/Ioefe oj'ui uj e is sou rs rfmn ig h die sky to s uno and you. 
iriviu# buck the enemy. 

Daily 4 Divine. Radiant, Weapon, Zone 
Standard Action Melee weapon 

Ta get: One creature 
-.exack: Strength vs. AC 

Hit: 3[W] + Strength modifier radiant damage. 

Miss: Half damage. 

i^ect: The attack creates a zone of angelic soldiers in a 
ise burst 3. The zone lasts until the end of the encoun 
r Wh i ie with in the zone, you a nd your al I les ga i n a +1 
power bonus to AC and attack rolls. While within the 
zone, any enemy takes 5 radiant damage at the start of 
is turn and provokes opportunity attacks when it shifts. 



SMALL DEVOTIONS 

Many practices common among the people of the world 
have their origin in various minor devotions to the gods. 

For example, someone telling a he might splay wide 
the fingers of the left hand under a table or behind his or 
her back. Whether that person knows it or not the ges¬ 
ture is meant to represent the holy symbol of Lolth, god 
of lies, and to ask her help in making sure the untruth is 
not discovered. 

Another such gesture is to place the weapon of a fallen 
warrior in the corpse’s hand. This act is believed to arm 
the warrior for the next world and to show Bane, the god 
of war, that he or she died Fighting and therefore deserves 
honor. 

Travelers setting out on journeys often scoop up a 
handful of dirt or dust from the road and let it fall from 
their hands. Most people regard this tradition as simply 
checking the strength and direction of the wind T but it is 
meant to honor Avandra. The god is said to show a sign 
of the fortune awaiting the journey by blowing the dust 
away (which favors departure) or back toward the traveler 
(indicating difficulty ahead). 
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Clenc Attack 1 9 


Heal 


Cleric Utility 22 


*fciinprna] RaHianrp 
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Vbu create n pulse 7 of ii^ht that $ teams with divine clarity j . No foe 
can hide* within its brilliance. 

Daily ♦ Divine, Implement, Radiant 

Standard Action Area burst 1 within 5 squares 

Target: Each enemy in burst 

Attack: Wisdom vs. Will 

Hit: 2d I 0 - Wisdom modifier radiant damage. 

Effect: The target takes ongoing 1 0 radiant damage, cannot 
benefit from invisibility or concealment, and cannot 
become hidden (save ends all). 

Level 22 Utieiey Prayers 


Adjure the Chosen Cleric Utility 22 


With a p'inijiiig voice, vow ujyeyowr amipumuns k> direct your 
y o d s fi r n" ay a \rtst your J-be s. 

Encounter + Divine 

Standard Action Close burst 5 

Target: You and each ally En burst 

Effect: Until the end of your next turn, each target gains a 
- 2 power bonus to speed, attack rolls, and damage rolls, 
and can score a critical hit on a roll of 1 8-20, 


DEAD 

Gods cannot die of old age or mortal ailments and infirmi¬ 
ties, but they can still be slain* Few beings have the power 
to kill a god: primordials, rival gods, and great entities of 
the Far Realm, several demon fords or archdevils work¬ 
ing in concert-and sometimes a group of the mightiest 
mortals. Gods also have been known to simply fade away, 
forgotten by the mortal world. They slip into ever deeper 
slumber and linger dreaming through the ages, until finally 
they dream of nothing at all and cease to be. 

Some of the dead gods known to have once existed 
include the following* 

A moth: Many centuries ago, Amoth was a god of justice 
and mercy who ruled over the astral dominion of Kalandur- 
ren. The demon lords Orcus t Demogorgon, and Rimmon 
conspired against him and launched an overwhelming 
attack against Kalandurren, Although Amoth destroyed 
Rimmon and nearly slew Demogorgon as well, Orcus struck 
him down, and the demons overthrew his realm, Katandur- 
ren is now a ruined dominion, abandoned by all but a few 
demons who still prowl its shattered castles and gray hills. 

He Who Was: Once among the mightiest of the gods, 
the lord of the great dominion Baathion presided over 
kingship, wisdom, and the sky* The archangel Asmodeus 
rebelled against him, and with the Ruby Rod struck down 
his lord* The dying god pronounced a curse against Asmo¬ 
deus and his followers, transforming the idyllic realm of 
Baathion into Baator, a cruel prison of black rock and 
unending fire* Asmodeus has worked for ages to erase 
the knowledge of his defeated master’s name* so only a 
handful of mortal scholars still know it; most refer to this 
being as He Who Was, It is whispered that Asmodeus dis- 



Bowin# your hr ad in prayer, you restore a desperately injured 
comrade to complete health. 

Daily ♦ Divine, Healing 
Standard Action Melee touch 

Target: One ally 

Effect: The target regains all his or her hit points. 


Mass Cure Serious Wounds Cleric Utility 22 


Glimmer in# hhtr mores envelop you ami your companions, 
staunching vmmds* 

Daily ♦ Divine, Healing 
Standard Action Close burst 5 

Target: You and each ally in burst 
Effect Each target regains hit points as if he or she had 
spent two healing surges* 


Ramparts of Light Cleric Utility 22 


Divi ne fnjJi! met iscs i mi or your al h to t h wait eveu the de a df t- 
esf attacks* 

Encounter + Divine 

Minor Action Close burst 20 

Target: You or one ally in burst 

Effect: The target gains resist 25 to all damage until the 
end of your next turn. 


GODS 

patches powerful devils to slay any r aorta] who speaks the 
forbidden name, and that he fears the name to this day, 
lo: The creator of dragons, lo was beset by mighty 
primordials and destroyed in the War of Creation, From 
his shattered body two new gods sprang-Bahamut, the 
Platinum Dragon* and Tiamat, the Queen of Evil Dragons, 
Some stories say that the god was betrayed to the primor¬ 
dials by Zehir, who envied lo his mighty children* 

Khala: The original god of winter was a cruel malicious 
being who schemed against the other gods and sought to 
extend her grip over all the mortal world* Her glaciers and 
blizzards threatened to destroy the fragile races of mortals 
as her son Kord ran wild, bringing storms and calamity to 
all, Khala and her allies-Gmumsh, Tiamat, Zehir, and sev^ 
era I powerful prlmordials-grew strong enough to assault 
the dominions of the gods who stood against her. But Kord 
came to regret the harm he had done and turned against 
Khala. Pelor and the assembled gods who stood with him 
destroyed Khala and drove off Gruumsh: the Raven Queen 
later claimed dominion over winter, 

Nerull: Formerly the god of the dead* Nerull ruled over 
the grim dominion of Pluton, where he held all the souls of 
mortals as powerless* miserable shades. In time the Raven 
Queen overthrew him and became goddess of death. See 
the “Rise of the Raven Queen” sidebar (page 43 ), 

Tuern: A god of conquest and fire, Tuern was over¬ 
thrown by a mortal king. Bane was the greatest of mortal 
tyrants in the dawn of the world, and he became so power¬ 
ful that he dared to give battle to the war god. He launched 
an invasion of the war god s realm, defeated Tuern, and 
seized the dominion for his own. 



















Revive 


Cleric Utility 22 


Word of Deterrence Cl eric Attack 2 3 


You call hack an ailv r /roNi the clufche? of 


You drive back the foe who injured your ally and dissuade It 


Daily ♦ Divine, Healing 
Standard Action Melee touch 

Target: One bloodied or dying ally or a dead ally who died 
during this encounter 

Effect: The target regains enough hit points to bring his or 
her current hit point total to his or her bloodied value. 

If the target is dead, he or she revives, then regains the 
hit points, and is considered not to have failed any death 
saving throws during this encounter. 


fr&tnfu rd i er aggfessio n. 

Encounter + Divine, Implement, Radiant 

immediate Reaction Ranged 5 

Trigger: An enemy within 5 squares of you hits your ally 

Target: The triggering enemy 

Attack: Wisdom vs. Will 

Hit: You push the target 3 squares. If the target makes an 
attack roll before the end of your next turn, it takes radi 
ant damage equal to 20 + your Wisdom modifier. 


Level 23 Encounter Prayers 


Level 25 Daily Prayers 


Divine Fervor Clerk Attack 23 


Your#od s power flares from your weapon to bless von and a 
companion as you batter down an enemy: 

Encounter ♦ Divine, Healing, Radiant. Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 4^W] 4 Strength modifier radiant damage, 

Effect: You and an ally within 10 squares of you can each 
spend a healing surge. 


Mortal Terror Cleric Attack 23 


You smash yaur foe and overwhelm it with/car of imminent 
death. 

Encounter ♦ Divine, Fear, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: 3[W] 4- Strength modifier damage, and the target 
moves its speed away from you, taking the safest path 
possible. 


Rebuke the WrathfuI Cleric Attack 23 


You reproach your foe, and your allies brutally punish its 
violent!. 

Encounter ♦ Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: The first time the target makes an attack before the 
end of your next turn, each ally within 10 squares of 
you can make a basic attack against the target as an 
opportunity action. 


Spirit Flame Cleric Attack 23 


Raising your holy symbol high, you call down a jjrear pulse 
of divine fire against your/oes and restore vcurst/Yrndyour 
friends. 

Encounter + Divine, Fire, Implement 

Standard Action Close blast 5 

Target: Each enemy in blast 

Attack: Wisdom vs. Reflex 

Hit: 3d10 4 Wisdom modifier fire damage. 

Effect: You end the following conditions on yourself: blinded, 
dazed, immobilized, slowed, stunned, and weakened. In 
addition, each ally in the blast tan choose to have one of 
these conditions ended on himself or herself. 


Divine Intervention 



You pull ymn/f iend out of the way: faking the hrunl of the at¬ 
tack onto yourself! Ybur fiirums rebuke steals the si^ht Jrom your 



Daily + Divine, Implement, Teleportation 
Immediate Interrupt Close burst S 
Trigge r: An enemy makes an attack roll against your ally 
within 5 squares of you, and you are not a target of that 
attack 

Primary Target: The triggering ally 

Effect: You teleport yourself and the primary target, swap¬ 
ping positions with him or her, and the triggering enemy 
makes the attack roll against you instead. If you take 
damage from the attack, the primary target gains tempo¬ 
rary hit points equal to that damage. You then make the 
following secondary attack. 

Secondary Target: Each enemy adjacent to you 

Attack: Wisdom vs. Fortitude 

Hit: The secondary target is blinded {save ends). 


“ ‘ V-'.'- v -* . _ ■, •. . 

Flames of Torment Cleric Attack 25 


You smite your enemy with wrath/ul fire fJiar/rcds on its soul. 

Daily ♦ Divine, Fire, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Reflex 

Hit: 4 [w; + Strength mod if ter fire damage. The target 
takes ongoing 1 0 fire damage and a penalty to all defens¬ 
es equal to 1 4 your Charisma modifier (save ends both). 
Miss: Half damage. The target takes ongoing 5 fire damage 
and a -2 penalty to ail defenses {save ends both). 



Lanterns 


Tiny lanterns appear am ta your foes and bedazzle them with 
di v ir ic l \g hr, w) ueh m n 1 1 ea I you r friend s' wo u n d$. 


Daily * Conjuration, Divine, Healing, Implement 

Standard Action Ranged 5 

Target; One, two. or three creatures 

Attack: Wisdom vs. Will 

Hit: The target is weakened (save ends), 

Effect: For each target, you conjure a life lantern, which 
appears In 1 square occupied by that target and lasts until 
the end of the encounter. Any enemy that starts its turn 
in a life lantern s square is dazed until the start of its next 
turn. Any ally who starts or ends his or her turn in a life 
lantern's square can regain hit points as if he or she had 
spent a healing surge. Doing so destroys that lantern. 
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NEW CLERIC POWFRS 














































Prayer of Victory Clerk Attack 25 


You di\ fuim an fnspfrafiPnal pram asyou march a inonjj wur 
foes, leading your allies to strike true. 

Daily ♦ Divine, Radiant, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 3[W] + Strength modifier radiant damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, whenever you hit 
an enemy with a melee attack, one ally adjacent to that 
enemy gains a +3 power bonus to his or her next melee 
attack roll against that enemy. In addition, whenever you 
move on your turn, one ally within 5 squares of you can 
shift 2 squares as a free action. 


Righteous Might Cleric Attack 25 


Divine fvvm wells up uTtltfn you, and you seem io tower over 
your tjod > enemies. 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Effect: Until the end of the encounter, your reach increases 
by 1, your melee attacks deal 1 d6 extra damage, and you 
gain a ■+ 1 power bonus to speed and a +2 power bonus 
to AC. Then make the following attack. 

Target: One creature 

Attack: Strength vs, AC 

Hit: 4[WJ + Strength modifier damage. 


Level 27 Encounter Prayers 


Divine Contempt Cleric Attack 27 


You uner a suithm^ curse dint crushes your enemy V spirit with 
dcspiiir. 

Encounter ♦ Divine. Implement, Psychic 
St a n d a rd A cti o n Ra nged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2d6 + Wisdom modifier psychic damage, and the tar¬ 
get Is stunned until the end of your next turn. 

Aftereffect: Until the end of your next turn, the target is 
dazed and takes a penalty to attack rolls equal to 1 - your 
Charisma modifier 


Healer's Reproof Cleric Attack 27 


Your slioui confounds your onomies imJ/rNsyour ally with re 1 
iicuvlJ sfrettyph. 

Encounter ♦ Divine, Healing, Implement 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: The target is stunned until the end of your next turn. 
Effect: One ally in the burst can spend a healing surge and 
regain additional hit points equal to 3d6 + your Wisdom 
modifier. 


Scouring Smite Cleric Attack 27 


The shining power of your faith consumes your foe us you attack 

and lances out to assail ethers \v'?o threaten you. 

■# 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 

Hit: 31 Wj - Strength modifier radiant damage, and the 
target and each enemy w ithin 2 squares of it gain vufner 
able S to all damage until the end of your next turn. 


Stroke of Ruin Cleric Attack 27 


Your weapon opens a tear in rhefubrk' of the cosmos chat am 
sumes the strength of the enemy you strike. 

Encounter ♦ Divine, Necrotic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: 3|W] - Strength modifier necrotic damage, and the 
target is weakened until the end of your next turn. If the 
target has resistance or immunity to necrotic damage, it 
takes no damage and is stunned instead of weakened. 


Sublime Light Cleric Attack 27 


Your hoh symbol blazes Fry July; restoring your allies and blind 
uuj vow foes with its irresistible *jlun» 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Wisdom vs. Reflex 

Hit: 2d10 + Wisdom modifier radiant damage, and the 
target is blinded until (he end of your next turn. 

Effect: You and each ally In the blast make a saving throw. 
Also, each enemy in the blast cannot benefit from 
invisibility until the end of your next turn. 


Level 29 Daily Prayers 


Astral Exile 



Cleric Attack 29 


\ on r strike JiurJyioNJ' enemy deep into the Astro! Sea. 


Daily ♦ Divine. Radiant, Teleportation. Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 4|W] + Strength modifier radiant damage, and the 
target disappears Into the Astral Sea (save ends). When 
this effect ends, the target reappears in a space of your 
choice within 5 squares of its original space. 
Aftereffect: The target is dazed (save ends 
Miss: Half damage, and the target Is dazed (save ends). 


































5 -eath of the Stars cleric Attack 29 


die i’OilJ, pafe h^ht of the Astral $t\ i. iirivtn^ back 
^ ; ■ ■ ■:;> and htfal inq you r fnend s. 

I ; . ♦ Cold. Divine, Healing, Implement, Radiant 
:-~irdz*z Action Close blast 5 

T* ■ z~- T - Esdi enemy in blast 
Acradc ’A isdom vs. Fortitude 

- - Wisdom modifier cold and radiant damage, 

~: . : ush i he target S squares. The target is dazed 

ends l 

_ ' Each ally in the blast regains hit points as if he 

; ' : had spent a healing surge. Each dying ally In 
- : : ' ’read regains hit points equal to his or her 

r>-:or ed value. 



h iU h cTuvrap your foe and interfere with its attacks. 

1.3 4 ♦ Divine, Implement 

- _ : 3rd Action Ranged 20 

T Eygei, . - e creature 

Anacx: Wisdom vs. Will 

Bfie T1 target takes a -5 penalty to attack rolls and is 
■ -. * t save ends both). 

1 t: The target takes a -5 penalty to attack rolls 

- - > hits with an attack. 

***< : ~~ - target takes a -5 penalty to attack rolls and is 
* -: itT • t until the end of your next turn. 



Wmm wi choos in vmir voice as ran command roar enerm fa 

w -mr _T 


.irrtlSL 

% + Charm, Divine, Implement 

: - zird Action Ranged 10 

lic T - e creature 
-sza A isdom vs. Will 

Is dominated (save ends). 

- r — ^Fect: Each ally within your line of sight gains a + 5 

- > to attack rolls and damage rolls against the 

■ - c end of its next turn. 

Each ally within your Sine of sight gains a +5 power 
r*:r._ - mack rolls and damage rolls against the target 
i ' ti '" cod of your next turn. 







Cleric Attack 29 






1 hn , upon imposes blinding pain on a Joe, cursing it tmd its 
f'el laws with your fj vds dr >fa vo r. 


Daily 4 Divine, Reliable, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Will 

Hit: 3(W| 4 Strength modifier damage, and ongoing 1 0 
damage (save ends). Whenever the target takes the 
ongoing damage, it and each enemy adjacent to If are 
blinded until the end of the target's next turn. 
Aftereffect: Ongoing 5 damage (save ends). 



RISE OF THE RAVEN QUEEN 

In the early ages of the world, the souls of nortals 
unclaimed by the gods were not free to pass to the great 
beyond after death. Instead Nerull* the god of the dead, 
held them in his gray cheerless dominion of Pluton, There 
they would spend eternity as powerless shades, haunted 
by the memory of life's rich sensation and vigor, Nerull s 
dominion grew ever greater, as each day myriad souls 
came to his realm, never to depart. The god of the dead 
set his sights on making himself king over all the gods, 
and began to send blights and plagues into the world to 
speed the passage of mortals into his realm. 

Then an especially powerful mortal died and came to 
NerulTs domain, a beautiful and proud sorcerer queen. 
Unique among the gray shades held in Pluton, her ghostly 
form glowed with her fierce will and ambition. Nerull 
deemed her a worthy consort, and he gave her form and 
substance so that she could rule at his side* Her name in 



life is forgotten now, but some knew her as Nera, which 
was the name that Merull bestowed on her. She proved 
to be Nemil's doom, for the sorcerer-queen refused to be 
second to any being, god or mortal, 

Nera discovered the means by which Nerull held mortal 
shades in thrall and seized that power for herself. Strength¬ 
ened by countless souls, she challenged the god of death 
and strove with him for mastery of Pluton. Although she 
was mighty indeed, Nerull was an old and formidable god, 
and even shorn of his dead legions he was too strong for 
her. In order to defeat him. she had to release the souls 
she held: Each one freed gave up a tiny surge of strength 
as It passed from bondage. By freeing almost all the souls 
Imprisoned in Pluton, she grew strong enough to destroy 
Nerull and seize his dominion over death. 


After her victory the sorcerer-queen thought to take 
Nerull A place-but the other gods intervened. Rather than 
rising as the new deity of the dead, she instead presides 
over death itself Mortal souls are no longer bound to 
eternal imprisonment but instead pass into the infinite, 
beyond the power or knowledge of the gods. 

Ever since those events, the death goddess has sought 
to escape the strictures limiting her power. Soon after her 
ascension, she expunged her true name from the knowl¬ 
edge of all creatures and took to calling herself the Raven 
Queen* In this way she hoped to void the restrictions on 
her role. She abandoned Pluton, founding a realm of her 
own in the mountains of Letherna in the Shadowfeil. 


In the long centuries since the Raven Queen overthrew 
Nerull, she has slowly increased her power, adding domin¬ 
ion over fate and winter to her rule over death. She sorely 
resents the gods who denied her the full power Nerull 
once wielded, and she jealously guards her domain. She 
has no power over souls who do not bind themselves to 
gods or devils in life* but the Raven Queen claims all who 
place themselves in her power* and they are enslaved 


















NEW PARAGON PAT VIS 


I n addition to line paragon paths in this chapter, i fie 
hammer of Moradin paragon path (page 100) is open 
to clerics. 

Anointed Champion 

"Ancient blessings have f spafcen over my armaments, f do 
rial fear any power that stands against meT 

Prereqn isite: ( le rk 

In times long past, when the gods warred with the 
primordials, the divine armies were arrayed in majes¬ 
tic regalia blessed by angelic armorers with powerful 
wards against tlieir foes. By long study oi holy tests, 
you have learned those ancient prayers and rites. 

As an anointed champion, you ward yourself 
against your foes by sn net if y ing the arms and armor 
you bear into battle with sacred oil and special cer 
(. monies. You speak prayers that have not been heard 
by mortals for centuries, conferring the ancient bless 
mgs upon your companions as well. As von perform 
your holy tasks, you can fed the pull of history urging 
you on to the same glory the armies of the gods knew 
as they bested their enemies in ages past. 

Anointed Champion 
Path Features 

Anointed Regalia (lltli level): You can choose 
to anoint one item you wear or carry. Doing so con¬ 
fers a benefit based on the item. < )nlv one item can 
be anointed at a lime, and the benefit lasts until you 


anoint a new item. As a free action, you can anoint 
a different item or choose a different bene Hi (if the 
anointed item is a weapon) during a short rest or after 
you use an anointed champion power. 

Anointed Armor: You gain a +1 bonus to AC. 

ATTointed Weapon: You gain resistance equal to vour 
Charisma modifier against a damage type of vour 
choice: fire, necrotic, radiant, or thunder. 

Anointed Amulet: N on gain a +1 bonus to fortitude, 
Reflex, and Will, 

Anointed Action (11th level): When you spend 
an action point to take an extra action, you also gain 
a bonus to at lack rolls and damage rolls equal to your 
Charisma modifier, 1 he bonus lasts until the end of 
vour turn. 

■j 

Additional Anointed Regalia (16th level): Your 
Anointed Regalia path feature includes two addi 
tional types of items. 

Attainted Hdv Symbol; When von hit with a divine 

m w 

attack, you gram temporary hit points equal to vour 
Charisma modifier to vour self or to an ally within 

4 m 

your line of sight. 

Anointed I him; You gflin a +2 bonus to saving throws. 

Anointed Champion Prayers 


Blessed Blade Anointed Champion Attack 11 


You smite your foe vrith a spectral sward, and yen spedb a Mess 
ing for your allies ft? match [I tat of your own armaments. 

Encounter ♦ Divine, Force, implement 
Standard Action Ranged 10 

TaFget: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2dS + Wisdom modifier force damage, and each ally 
within S squares of you gains your current Anointed Re 
galia benefit until the end of your next turn. 


Exaltation 


Anointed Army 



Anointed Champion Utility 1 2 


t ired by your anriem Messing, vttur ally's armament* and ar 
mar ijiinv ivfrft supernatural power. 

Encounter ♦ Divine, Healing 
M i nor Action Cl o se b u rst 5 

Target: One ally in burst 

Effect: The target can make a saving throw or spend a 
healing surge. Until the end of your next turn, the target 
gains a +2 power bonus to his or her next attack roll and 
all defenses. 


Anointed Champion Attack 20 


Divine brilliance burns; our foes emigrants your companions 
b/cssrmjs that once warded tilt 1 armies of the truth. 

Daily ♦ Divine, Implement. Radiant 

Standard Action Close burst 5 

Target: Each enemy In burst 

Attack: Wisdom vs. Will 

Hit: 2d10 + Wisdom modifier radiant damage, 

Miss: Half damage. 

Effect Until the end of the encounter, each ally in the 
burst gains a ^4 power bonus to all defenses and a +2 
power bonus to attack rolls and damage rolls. 
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Astral Savant 

’"Hmmd file war/tf you know, higher powers dwell. I here 
lies thefbnt of my strength, and flu* source of your doom/' 

Prerequisite: < leric 

You are a theologian, and you hiwv devoted your sell 
to learning the nature of the gods and theirdomin 
ions. Through years of study, you have developed a 
philosophy that gi ants you a deep understanding of 
higher realities and the properties of divine power. 

As an astral savant, you use s our uncanny insights 
to tap into the raw power of the forces that shape the 
Astral Sea. creating a wide range of effects with your 
prayers. You wield divine energy in ways that oilier 
clerics cannot, warding and sustaining vour allies 
against their foes. 

Astral Savant Path Features 

Astral Mask (11th level): Yon are considered 
an immortal creature for the purpose of effects that 
relate to creature origin. 

Savant’s Action (lllh level): When you spend 
an action point to take an extra action, one ally 
within your line of sight can also spend a healing 
surge. 

Radiant f lea ling (11th level): Whenever you 
use the hedirtif word power, each enemy adjacent to 
the power s target takes radiant damage equal to your 
( harisma modif ter. 

Divine Resurgence (16th level): When an 
enemy scores a critical hit against you or an ally 
u it bin your line of sight, you regain the use ol a 
1 channel Divinity power you have used during this 
encounter, lfvou haven't used a Channel Divinitv 

■B- +" 

power during this encounter, you gain a -+2 bonus to 
all defenses until the end of vour next turn. 

m 

Astral Savant Prayers 


Astral Mood Astral Savant Attack 1 1 


A wave o] raw energy dniiwifrorti the AsrrnJ Sea_flmv< tftrcu^fi 
you and lashes out at vour enemies, 

tr 

Encounter 4- Divine. Implement; Cold or Radiant 
Standard Action Close blast 5 
Target: Each enemy in blast 
Attack: Wisdom vs. Reflex 

HU: 2d8 - Wisdom modifier cold or radiant damage 
(choose one for all targets). The attack has an additional 
effect based on the damage type. 

♦ Cold: The target takes a -2 penalty to attack rolls until 
the end of your next turn. 

♦ Radiant 1 he target cannot see creatures more than 5 
squares away from it. 



Swim the Astral Sea 









Astral Savant Utility 12 


You (iru! your companion more ejf Jo rdessfy through astral cur 
rents, bypassing mundane impediments. 


Daily 4 Divine 

Minor Action Close burst 10 

Target: You and one ally in burst 

Effect: Each target can shift a number of squares equal to 
his or her speed, ignoring difficult terrain. Each target is 
unaffected by the immobilized, restrained, and slowed 
conditions during this movement. 


Astra I Te rra in Ast ra I Savant Attack 2 0 


You nsftiifyour enemies with the raw stuff of the Astra! .Sea, 
rreatimj a rempomn echo of that pinnt\ 

Dally 4 Divine, Implement; Cold or Radiant 
Standard Action Area burst 2 within 1 0 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Reflex 

Hit: idS ^ Wisdom modifier cold or radiant damage 
(choose one for all targets). 

Miss: Half damage. 

Effect: The burst creates a zone of shimmering substance 
that lasts until the end of your next turn. The zone s ef¬ 
fect depends on the attack's damage type, 

4 CoJd; Any enemy that starts its turn within the zone 
takes a -2 penalty to all defenses until the end of your 
next turn, 

4 Radiant; Any ally within the zone who spends a healing 
surge regains 2d6 additional hit points. 

Sustain Minor: The zone persists. 
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Battle Chaplain 

“Fear nof.^nends, for we do (lie wort of ilie gods'* 

Prerequisite: Cleric 

W hen evil bubbles up from the Abyss and spills into 
the world, when insane hordes raid and plunder civi¬ 
lized lands, or when lawlessness threatens society, 
you fight back to present* the world. You shoulder 
this burden willingly, but you can lighten the load 
bv uniting your companions behind your holy mis¬ 
sion. You lead through your inspiring presence, wise 
w ords, and brave deeds, with the goal of one day 
ushering vour allies to the glory that awaits hold 
champions of your faith. 

You arc a soldier of your god, but not a prose ly 
tizer. All deities and their servants have a place in 
the world. Your role is to unite disparate belie Is and 
achieve a common victory. Your tolerance, however. 

m 

does not extend to those agents of ruin who would 
subvert your harmonious message with t heir ambi¬ 
tion and greed. 

When you sing hymns and recite scripture in 
battle, a silver halo appears above your head as a 
symbol of your belief and dh me blessing. Its light fills 
your comrades with hope and purpose, helping them 
to rise above the mundane and seize iheir destinies. 



Bat i le Chapi ain Path Features 

Battle Chant (11th level): Whenever an ally 
hits an enemy that js adjacent to you, you can mark 
e hat enemy. The mark lasts until the end ol your next 
turn. If the enemy marked by you makes an attack 
that does not include you as a target, you can shift 1 
square as a free action. 

Shielded Priest (1 1th level): You gain profi¬ 
ciency with light and heavy shields. 

Stirring Action (1 Ith level): When you spend 
an action point to make an attack, one ally adjacent 
to you or to the target of your attack carl also make 
a melee basic attack as a free action, with a bonus to 
the attack roll equal to your Strength modifier. 

Deeds not W ords (16th level): \\ hen you bloodv 
an enemy, reduce an enemy to 0 hit points, or score a 
critical hit with a melee attack, an all) adjacent to you 
gains a bonus to damage rolls equal to your Strength 
modifier until the start of your next turn. 

Battle Chaplain Prayers 


Revelation of Battle Battle Chaplain Attack 11 


; \ nr i ij i N£] i i npa cf fro rnyuny favored weapon in $ t ni as v o nr uNi et 
in I hr more direct mutters oj faith. 

Encounter ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Reflex 

Hit: 2]W| + Strength modifier damage. 

Effect: Each ally within 10 squares of you gains a +2 power 
bonus to attack rolls and damage rolls until the start of 
your next turn. 


Battle Hymn Battle Chaplain Utility 12 


You raise your voice in -nr jtj. and your mingur turns curry its 
power into battle 

Daily ♦ Divine 

Standard Action Close burst 5 

Target: You and each ally in hurst 
Effect: Until the end of the encounter, each target deals 
1d8 extra damage when making a melee basic attack as 
part of a charge. 


Deny Defeat 


You refute to layout nlNes fafl-Thdr desperation drives you w 
heroic effort. 


Daily ♦ Divine, Healing* Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC You gain a - 2 bonus to the attack 
roll for each dying ally within your line of sight. 

Hit: 4[W] + Strength modifier damage. 

Miss: Half damage. 

Effect: Each dying ally within your line of sight can spend a 
healing surge. 
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Compassionate Healer 

"To alleviate the suffering oj the just the innocent, and the 
valiant b the highest of callings/'' 


P r e re qu i s ite : C1 cric 


Swords and spells can hold off enemies for a 1i me, but 
still the best and bravest heroes fa I! to opposing forces. 
Thus, you have dedicated all your spirit to healing 
heroes' injuries and sustaining their efforts* You are a 
master of healing, and you are not afraid to give freely 
of your own strength and life to aid your companions. 

Even more than your fellow heroes, you willingly 
risk yourself so that others might live, inspiring your 
comrades to daring acts of courage. You are not 
suicidal: you're just committed to your cause. Every 
wound you suffer spares another champion to fight 
on in the name of your god and beliefs. Death elicits 
no fear in vou: vour reward waits in the hereafter. 

V 1 T -H* 

Compassionate Healer 
Path Features 

Compassionate Blessing (11th level): When you 
restore hit points with a healing power, vou can choose 
to take 5 damage. If you do, the power's target regains 
IdG additional hit points, and you gain a +2 power 
bonus to all defenses until the end of vour next turn. 

Selfless Action (11th level): When you spend an 
action point to take an extra action, an ally within a 
squares of you can also spend a healing surge. 

Healer's Sacrifice (16th level): Wh en you grant 
an ally the opportunity to spend one or more healing 
surges and that aliv has no more than one healing 
surge left, you can spend one or more healing surges 
hut regain no hit points. Each healing surge you 
spend reduces the number that ally spends by one* 
The ally regains hit points as if he or she had spent 
rhe healing surges* 




Wounds Compassionate Healer Utility 1 2 


Year ally’s injuries jade, only to reappear on your bodv. 


Daily ♦ Divine, Healing 
Standard Action Melee touch 

Target* One ally 

Effect; Choose a number up to your bloodied value* The 
target regains that number of hit points, and you take 
the same amount of damage. You can then transfer to 
yourself any effect on the target that a save can end. 


Compassionate Healer Prayers 


So Others Compassionate Healer Attack 11 

pf 


Your pmyer saps your enemy T strength. You dieri lake its attack 
onto yourself to protect your ally, vvliats lira It'd by-your sacrifice. 

Encounter ♦ Divine, Healing, implement 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: The target is weakened until the end of your next turn. 
The first time the target damages one of your allies with 
an attack before the end of your next turn, you take the 
damage instead, and that ally can spend a healing surge. 


Might Live 



Compassionate Healer Attack 20 


The wounds you suffer weaken your enemy; 


Daily + Divine, Implement 
Immediate Reaction Close burst 5 
Trigger: An enemy within 5 squares of you bloodies you or 
damages you while you're bloodied 
Target: T he triggering enemy in burst 
Attack: Wisdom vs. Fortitude 
Hit: The target is weakened (save ends)* 

Aftereffect: The target is weakened (save ends). 

Miss: The target is weakened (save ends). 
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Holy Emissary 

T brfiy it message /ram my god—and you wi ll hear it. on 
pain 0 / death.*' 

Prerequisite: Cleric 

You arc a herald of the gods, imbued with divine w ilL 
Wherever you travel, you announce the intentions 

dr m 

and desires of your patron. Your actions, words, and 
beliefs are w indows into the gods' dominions, and 
through them shines the divine presence. 

Although you sene a single deity, yon enjoy a spe 
cial connection with all divine powers, allow ing them 
to subtly influence you and those around you. You 
might even be moved to prophesy from time to time. 
Some devotees of your faith might distrust this rela 
tionship; although they too honor all the gods, they 
take pride in their service to a single deity. 

Whenever you speak in Supernal nr utter your 
prayers, a tongue of lire appears over your head. The 
flame does not burn and sheds only the faintest light, 
but it does identify your special status. 


Holy Emissary Path } eatures 

Holy Tongue (11th level): You are fluent in 
Supernal. 

Gift of Hope (11th level): Any ally who ends his 
or her turn adjacent to you gains a bonus to saving 
throws equal to your Wisdom modifier until the start 
of his or her next turn. 

Gift of Grace Action (11th level): When you 
spend an action point to take an extra action, each 
ally adjacent to you also gains a bonus to all defenses 
equal to your Wisdom modifier until ilie end of your 
next turn. 

Gift of fife (16th level): When you restore hit 
points to a bloodied target by using a divine healing 
po^v er, the 1 a r get regains 1 d6 additior 1 a I hit points. 


Holy Emissary Prayers 


Trumpet of Awe Holy Fmisery Attack 11 


As mil h umpets announce, your god. Year allies take litfart and 
your enemies quail before rite divine presence. 

Encounter ♦ Divine, Implement, Thunder 
Standard Action Close blast 3 

Target: Each enemy In blast 
Attack: Wisdom vs. Will 

Hit: 1d8 + Wisdom modifier thunder damage, and the 
target grants combat advantage until the end of your 
next turn. 

Effect: Each ally in the blast can make a saving throw with a 
bonus equal to your Charisma modifier. 


Call Home the Weary Holy Emissary Utility 1 2 


Ytmr tdh has fought well* hut now must withdraw to rest and 
recover. 

Encounter ♦ Divine* Healing, Teleportation 
Standard Action Ranged 10 

Target: One bloodied ally 

Effect: The target teleports to a square adjacent to you and 
can spend a healing surge, adding your Charisma modi¬ 
fier to the hit points regained. 


Message of War 


You raise wur voice in song, joinimi rour musk with an artgdic 
chair ru urgerour cpnrntdi S fa victory. 


Daily ♦ Divine, Implement, Radiant 

Standard Action Ranged 10 

Target: One enemy 

Attack: Wisdom vs. Reflex 

Hit: 3d8 y Wisdom modifier radiant damage. 

Effect: Each ally adjacent to the target can make a melee 
basic attack against it as a free action, with a bonus 
to the attack roll and the damage roll equal to your 
Charisma modifier. 
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Messenger of Peace 

"Violence should he the last resort." 

Prerequisite: Cleric, trained in Diplomacy 

You grieve for the so-called civilized races, too many 
of whom are locked in useless, never-ending si rile. 
Unless some brave soul steps forward to set a better 
example, constant warfare can only create more 
conflict. Thus you have laid down your weapons and 
spoken vows of nonviolence, hoping to find a civilized 
solution to the problems of mortals. 

As a messenger of peace, you always work to 
find a way around combat when battle is avoidable. 
Diplomacy is your principal weapon: Through care¬ 
fully chosen words and accurate assessments of your 
opponent's desires, you might be able to circumvent 
conflict altogether. Not all enemies are willing to set 
aside their anger, though. Should battle erupt despite 
your best efforts, you are an eye of calm in wars hur¬ 
ricane. The weak, the weary, and the sorely wounded 
find succor in your presence. 




Messenger oe Peace 
Path Features 

Vow of Nonviolence (11th level): When y ou hit 
with an attack that doesn’t deal damage, yon gain a 
+2 bonus to all defenses until the start of your next 

turn. 

Peacemaker’s Action (11th level): When you 
spend an action point to make an attack, you gain a 
+4 bonus to attack rolls with attacks that don't deal 
damage. The bonus lasts until the end of your turn. 
Aura of Peace (16 th level): Enemies within 2 
squares of you take a -2 penalty to attack rolls. 


PEACE. NOT PACIFISM 

Your commitment to nonviolence applies chiefly to 
thinking mortals who can be reasoned with. It doesn’t 
make sense when you deal with monsters trying to 
eat you, creatures such as demons or evil dragons that 
are destructive by their very nature, or even intelligent 
beings that have an unslakable thirst for violence, such as 
gnolls and ores. You can fight to defend yourself and your 
allies, although you should use as little violence as pos¬ 
sible against foes who might someday choose a different 
path. If your enemies are capable of learning from your 
example, urge your companions to refrain from dealing 
killing blows, instead taking prisoners and showing mercy 
to the defeated. 


Messenger or Peace Prayers 


Pacify Messenger of Peace Attack 11 


Your wards make.y&ur foe if link twice before resorting to 
violence. 

Encounter + Divine, Implement 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: If the target hits or misses with an attack before the 
start of your next turn, it is stunned until the end of its 
next turn. 


Peacemaker's Messenger of Peace Utility 1 1 

Pronouncement 


Arycmr word, an twm\ s punishment or a friend’s Messing 
commit es. 

Encounter ♦ Divine 

Minor Action Close burst 5 

Target; One creature in burst 

Effect: One effect on the target that would otherwise end 
at die end of your current turn instead lasts until the end 
of your next turn. 


End to Strife Messenger of Peace Attack 20 


You alter a stem command, mid your enemies lose their will to 

fy ht - 

Daily Divine, implement 

Standard Action Area burst 2 within 5 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: The target cannot attack until it is attacked or until 
the end of the encounter. 

Miss: The target takes a -5 penalty to attack rolls until it is 
attacked or until the end of the encounter 
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Miracle Worker 

"These hands have cured the sick, healed the injurni and 
forestalled death s cruel touch/' 

Prerequisite: Cleric, trained in Heal 

You've always had a knack for the healing arts. People 
just seem to recover more quickly under vour care: 
Bones knit and cuts mend quickly, and even sickness 
flees your touch. As your mastery of divine power lias 
strengthened, so too have your skills at tending (he 
sick and injured. Now life energy t lows through vour 
fingertips to anyone you attend. 

More than other clerics, you commit vour life to 
alleviating suffering in any form. When you are not 
adventuring, you might work in the temples of any 
god and lend your talents to help the community, 
whether supplying food to the hungry or removing 
sickness from the afflicted. You bring these same sen¬ 
sibilities to an adventuring group. You move across 
the battlefield to shore up weakness and patch up 
the wounded so they can get back into the fight You 
might not direct!) share in the glory enjoyed by your 
companions, but you take heart in knowing that they 
couldn’t have done it without you. 



Miracle Worker Path Features 

Word of Life (11th level): When you use your 
healing word power, you roll dSs instead of d6s for the 
additional hit points restored. 

Healing Action (11th level): When you spend an 
action point to use a divine healing power, each ally 
adjacent to you regains hit points equal to ld6 + vour 
Wisdom modifier. The hit points regained Increase to 
2d6 + your Wisdom modifier at 21 si level. 

Aura of Health (16th level): When an ally 
within 5 squares of you uses his or her second wind, 
that ally regains ld6 additional hit points. 

Miracle Worker Prayers 


Re versa I of Fori U ne S M i rac I e Worke r Atta c k 11 


A whispered benediction beak the injuries of an aNv and jjives 
the at Lick er a taste of die pain if inflicted. 

Encounter + Divine, Healing, Implement 
Immediate Reaction Ranged 5 
Trigger: An enemy within S squares of you hits your ally 
adjacent to it 

Target: The triggering enemy 
Attack: Wisdom vs. Fortitude 

Hit: 2d 10 + Wisdom modifier damage. The ally hit by the 
triggering enemy’s attack can spend a healing surge and 
regain 2d10 additional hit points. 


Miraculous Grace Miracle Worker Utility 1 7 


Your timely prayer enables your ally to escape terrain damn. 

Daily + Divine, Heaiing 

Immediate Reaction Ranged 5 

Trigger: An ally within 5 squares of you drops to 0 hit points 
or Fewer 

Target: The triggering ally 

Effect: The target regains hit points as if he or she had 
spent a healing surge and regains 2d6 additional hit 
points. In addition, the target makes a saving throw 
against each effect on him or her that a save can end. 


eap What You Sow Miracle Worker Attack 20 


n 


You den aim a 1 a foe, making it suffer ad the pains dealt favour 
friends. 


Daily + Divine, Implement 
Standard Action Close burst 5 

Target: One enemy in burst 
Attack: Wisdom vs. Will 

Hit: You transfer all effects that a save can end from each 
ally within the burst to the target. 

Miss: You transfer one effect that a save can end from each 
ally within the burst to the target. 
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Seldarine Dedicate 

"Corel/on guide my heart, Sehanmc mv arrow." 

Prerequisite: Elf or el ad rim cleric, proficiency 
with longbow or short bow 


The Seldarine. the fellowship of brothers and sisters 
of the woods, comprises Cord Ion, Sehanine. and the 
other gods and exarchs who dwell in the dominion of 
Arcandor, Revered bv elves and eladrin alike, these 

J 

gods watch over and protect their favored scions. T If 
and eladrin clerics often worship one or another of the 
Seldarine, blit a few pay homage to the whole, draw¬ 
ing t heir powcr from Areaudor r s c oj 11 bi ned w i sdom, 

As a Seldarine dedicate, von occupy a high posi¬ 
tion within your temples. You and the few others like 
you enjoy a broader connection to the gods of A r van- 
dor than other clerics do, and von know methods for 
communing with them. You draw a how as readily as 
vcm raise your holy symbol to focus your prayers. 

Your weapon is inscribed with sigiis and runes, 
which flare with emerald light when you fire a shot 
with a whispered prayer. 


Seldarine Dedicate 
Path Feateires 

Honor the Bow (11th level): You can use a long¬ 
bow or a shortbow as an impleniei tt for your cleric or 
Seldarine dedicate implement powers, YY hen youTise 
an implement power through a longbow or a short- 
bow, you add the weapon's enhancement bonus, if 
any, to the power's attack rolls and damage rolls, but 
you don't use the weapon's proficiency bonus. If you 
score a critical hit with a magic longbow or shortbow 
when using it as an implement, you use the weapon’s 
critical hit effect. 

Renewing Action (11th level): W hen vou spend 
an action point to take an extra action, you also 
gain an extra use of vour healing word power for this 
encounter, 

Footsteps of the Gods (16th level): When you 
use a cleric or a Seldarine dedicate implement power, 
you can use a free action to shift 1 square before or 
after using that power. 

Seldarine Dedicate Prayers 


Moonbeam Seldarine Dedicate Attack 11 


A ray of frosty JujhT streaky from vour bow to slew rfw limits of 
your prey: 

Encounter 4 Cold, Divine, Implement 
Standard Action Ranged 20 

Requirement: You must be wielding a longbow or a 
shortbow. 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2d1 0 + Wisdom modifier cold damage. Until the end 
of your next turn, the target grants combat advantage to 
anyone that makes a ranged attack against it. 


Shroud of Stars 



Seldarine Dedicate Utility 1 2 


A hr j ad specks of fujhr sveirf a hour you. I if you from monies. 


Daily 4 Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, whenever you shift, you gain 
concealment until the start of your next turn. 


Seldarine Wrath Seldarine Dedicate Attack 20 

_"i_ 


You brunch a fiery bolt from vour how hurl erupts into white-hot 
fame where if lifts. 

Daily 4 Divine, Fire, Implement 
Standard Action Ranged 20 

Requirement: You must be wielding a longbow or a 
shortbow. 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 3d1 0 + Wisdom modifier fire damage, and the target 
takes ongoing 1 0 fire damage and is dazed (save ends 
both). 

Miss: Half damage, and ongoing 10 fire damage (save ends). 
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Stone Keeper 

“Mrmurv; life*’ Mone r lasts forever." 

Prerequisite: Dwarf, cleric* trained in History 


Your views and beliefs encompass all of history 
and tlie place your people occupy in it* You harbor 
a deep-seated, smoldering anger bor n of ancient 
wrongs and long centuries of grief, Your prayers focus 
this anger into your attacks. 


Dwarves have long memories. They strengthen their 
recollections by retelling stories passed down since 
the dark days of their enslavement to giants. Pre¬ 
serving these rales is the responsibility of the stone 
keepers* dwarves chosen for their wisdom and com¬ 
mitment to histone These stone fathers and mothers* 
as tliev are sometimes called, chisel stories into 
shrine walls and temple domes to give their history a 
physical presence, making them part of the architec¬ 
ture and wonder of dwarven cities. 

As a stone keeper, von concern yourself With the 
past, hut you are not simply a scholar You are a holy 
champion who draws strength from your fury over 
all the wrongs ever committed against your people, 
bringing it to bear against foes who still threaten your 
race. When dwarven strongholds are in danger, you 
are the first to unite the clans against the enemy* You 
also travel \\ idely, visiting mined dwarven kingdoms 
and city-slates to learn their fates and to exact veil- 
geanee n hen it is deserved. 



Stone Keeper Path Teatures 

None So Great (11th level): \\ lien you score a 
critical hit against a target that is larger than you* the 
target is knocked prone after the attack’s other effects 
are resolved. 

Memorable Action ( Hth level): When you 
spend an action point to make an attack, your 
weapon attacks deal 1 |W| extra damage until the end 
of you r next turn. 

mr 

Unfailing Fortune (16th level): When you use 
vour divine fortune power, you gain a + $ bonus instead 
of a - I bonus. If you apply this bonus to an attack and 
miss, you gain another use of divine fortune tor this 
encounter. 

Stone Keeper Prayers 


Rancorous Smite Stone Keeper Attack 1 1 


Enraged fry the harm dour toyxmr cempanians, w»u force \vur 
enemy to repay rhr deft in Mood. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC* You gain a 1 bonus to the attack 
roll for each bloodied ally within your line of sight. 

Hit: 3jWj-r Wisdom modifier damage. 



fury /iJb who and you tower aver your twmics. 


Daily ♦ Divine 

Standard Action Personal 

Effect: Until the end of the encounter, your reach and 
speed both increase by 1, and your melee attacks deal 
2d6 extra damage. 


Every Wrong Righted Stone Keeper Attack 20 


You channel your smoldering resentment into a savage strike 
and inspire vour allies fa finish the job 

Daily ♦ Divine, Healing, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: S[W| + Strength modifier damage. 

Miss: Half damage. and each ally adjacent to you gains a 
■ ^ power bonus to attack rolls against the target until the 
start of your next turn. 

Effect: You and each ally adjacent to you can spend a 
healing surge. 























Truthseeker 

The lifllif of truth reveal - all secrets and dailies all 
falsehoods.” 

Prerequisite: Cleric: 

Deception worms its way ill rough the world, cor¬ 
roding morals and subverting ideals. Only through 
constant vigilance can this welling corruption lie 
checked. Mam divine servants battle obvious foes— 
undead, demons, and other foul creatures-but the 
enemies you face are tar more insidious. You explore 
re a I m s of s had ow a rid d e cep t io n f 1c a d i ng the 1 Ight 
against enemies who use guile instead of brutality. 

To combat such forces, you armor yourself in the 
truth, using its radiance to burn away the lies and 
falsehoods your foes employ. In your presence, the 
enemy cannot hide or use its tricks, and it stands 
ex pose d b efore yoi i . 

Facing the worst sort of villains leaves its mark on 
y ou. \ 0 u age p r em at u re 1 v, 1 i ne s c re as i Tig you r fa c e. 
hut such ravages of the body do not extend to your 
spirit. Each victory only firms your resolve. When 
you wield your truth seeker powers in the name of 
vour god, your voice sounds like thunder and your 
enemies quail before your righteous presence. 

Truthseeker Path Features 

Censuring Action (11th level): When you spend 
an action point to use a divine attack power, until 
rhe end of your next turn, any enemy that ends its 
turn adjacent to you takes a -2 penalty to all defenses 
(save ends). 

Healing Truth (11th level): Each target of your 
healing word power gains a +2 power bonus to all 
defenses against fear, illusion, and polymorph effects 
until the end of the encounter. 

Unequaled Clarity (16th level): When you 
make an Insight check, you can roll twice and use 
either result. In addition, you gain a -4 bonus to pas¬ 
sive Insight checks, 

Truthseeker Prayers 


Corruption Unveiled Truthseeker Attack 11 


You bra mifch v vu r syt n f wl , whase ir resEstible g low re \i cals \v u r 
enemy's secrets. 

Encounter ♦ Divine, Implement. Radiant 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2dl 0 + Wisdom modifier radiant damage, and the 
target cannot use fear, illusion, or polymorph powers 
until the end of your next turn. 



Shrine of Clarity Truthseeker Utility 12 


TVadrt# a rirde oj binding power, you force your enemies re 
stand and face you. 

Encounter ♦ Divine, Zone 
Standard Action Close burst 5 

Effect: The burst creates a zone of planar interference that 
lasts until the end of your next turn. Enemies cannot 
teleport into the zone. While within the zone, enemies 
cannot teleport and cannot benefit from phasing or being 
insubstantial. 



l\ui r 1 1 oh' s)•'n t hoJ flus!ies, co j ifo utid j a k| a toe. 

Daily ♦ Divine, Implement 
Standard Action Ranged 5 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: The target is stunned and helpless until the end of 
your next turn. 

Aftereffect: The target is dazed (save ends). 

Miss: The target is dazed (save ends). 
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“Do not took to me forforgiven&ss* Do not Implore me to 
he merciful. I am a truth unendurable and a rccfcammj of 
wrongs* ami 1 am here to rail rou to account" 

YOU ARE a speaker oi truth and a s ho tiler of 
defiance* Through your hand, your stall and your 
voice the power of the gods is loosed against your 
foes* You scour enemies by the half-dozen with divine 
power: blinding them with radiance, hammering 
them with thunder, burning them with holy flame, 
driving them to the ground, and binding them in 
chains oi light. Your words at judgment are the last 
the gods enemies hear. 

Unlike divine characters who gain their powers 
through rites of investiture, invokers gain their 
powers through covenants made directly with the 
gods. The Covenant of Preservation and the Covenant 
of Wrath are presented in Players Handbook: 2; the 
Covenant of Malediction is described here. All 
invokers rely on fragments of the words oi creation to 
some extent, but as a malediction invoker, you master 
more of these ancient syllables and wield their power 
against your foes. Like the Covenant of Wrath* the 
Covenant of Malediction is an offensively oriented 
path. M any of its powers cripple enemies' defenses 
and prove unusually difficult to shake off 

Regardless of your choice of covenant, this chapter 
oilers you new options lor wielding divine power 
against your Ibes. The chapter includes the following 
material. 

♦ New Class Feature; The Covenant of Malediction 
includes a new Channel Divinity power, which 
hinders vour foes. 

■J 

4 N e w B u i 1 d: A s a ma 1c d ic t i on i nvok c r. make v our 
enemies quail at the sound of your very words. 

4 New Invoker Powers: Nearly a hundred new 
powers for you to choose from, including ones 
suitable for the Covenant of Preservation, the 
Covenant of Malediction* and the Covenant of 
Wrath. 

4- New Paragon Paths: A variety of new invoker 
paragon paths* including the adept of whispers, 
the Keeper of the Nine, and the stonecaller. 
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NEW CLASS FEATURE 




ifi » Ww5 ? 


When you choose your Divine Covenant, von can 
select the Covenant of Malediction instead of another 
option, such as the ones in PD vers ffandhook 2. 

Covenant of Malediction 

The gods entrust you with the invocations of destruc¬ 
tion used in their war against the primordials. so you 
can carry forward their sacred cause and ensure that 
the world's enemies never rise again. 

Channel Divinity: You gain the Channel Divin¬ 
ity power malcdirrors doom. 

Covenant Manifestation: When you use a divine 

■r 

encounter or daily attack power on your turn, you can 
push one target hit by the power 1 square after the 
po Yv e rs e ffe c t is re sol v ed. 


Suggested Class Feature: Covenant of 
Malediction* 

Suggested Feat: Baleful Malediction 
Suggested Skills: Arcana. Endurance, Insight, 
Religion 

Suggested At-Will Powers: grasping shards, 
visions of blood* 

Suggested Encounter Power: summons of justice" 
Suggested Daily Power: execration* 

*New option presented in this hook 


* t* 






NEW INVOKER POWERS 


Die invoker is the hand of divine will, a champion 
of the gods who brings to bear terrible prayers in the 
name of his or her holy cause. This section expands 
the power options for all invokers, as well as present¬ 
ing powers tailored tor the Covenant of Malediction* 


Channel Divinity: 

Invoker Feature 

Maledictor’s Doom 



Foes who he it r you r solemn vow are shaken by its wtijj/ift 
promise. 

Encounter + Divine. Fear 

Minor Action Close blast 5 

Target: Each enemy in blast 

Effect Each target takes a -1 penalty to attack rolls and 
saving throws until the end of your next turn. In addition, 
whenever the target is hit by a fear attack before the end of 
your next turn, you push the target 1 square as a free action. 


Level 1 At-Will Prayers 

12 
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Invoker Attack 1 


lend rib of radiance s irtafr/ram your/rrujertips across the 
InrttkjitdT The beams strike war enemies, mining sparks of 
lujfit on impact 

At-Will ♦ Divine, Implement, Radiant 
Standard Action Ranged 10 

Target: One, two, or three creatures 
Level 2T: Target an additional creature. 

Attack: Wisdom vs. Reflex 


mMmm m mm. ] , "1 
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Hit: 1 d4 + Wisdom modifier radiant damage. 
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NEW bUlLO 


Mantle of the Infidel Invoker Attack 1 


Players Handbook 2 introduced the preserving 
invoker and the wrathful invoker. This chapter adds 
the malediction invoker, whose pronouncements 
on the battlefield bring ruin to those that would 
stand in opposition. 

Malediction Invoker 

The malediction invoker build is based on the 
Covenant of Malediction* The malediction invoker 
employs dread words of power to eradicate the gods 
Iocs. These words of power come from the gods 
lexicon, the very words oi creation. The words are 
frequently too potent for mortals, imperiling the 
health and sanity of those who speak them. Maledic¬ 
tion invokers need a high Wisdom score to intone 
the words properly and to piece together the inflec¬ 
tions and holy grammar required to use the words 
in battle. Words oi power bear a physical price, so 
malediction invokers should consider making Con¬ 
stitution their second highest ability, followed closely 
by Intelligence. 


tliat sears a foe anti marks it as an enemy of the faith. 

At-Will ♦ Divine, Implement, Radiant 
Standard Action Ranged 20 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 1d6 4- Wisdom modifier radiant damage. If the target 
is marked, the penalty to attack rolls it takes from the 
marked condition is -4 instead of -2. 

Level 21:266 Wisdom modifier radiant damage. 


Visions of Blood 


Invoker Attack 1 


J he images of carnage and death that you invoke sow elaubr in 
tour tmemitss, 

at 

At-Will ♦ Divine, Fear, Implement, Psychic 
Standard Action Close blast 3 

Target: Each creature In blast 
Attack: Wisdom vs. Will 

Hit: 1 d6 T Wisdom modifier psychic damage, and the 
target takes a -1 penalty to all defenses until the start of 
your next turn. 

Level 21: 2d6 + Wisdom modifier psychic damage. 


CHAPTER 3 


J ri v o k e r 























Level 1 Encounter Prayers 


Forceful Denunciation Invoker Attack 1 


lr is as if your god brushes aside your foes, such is the forty/ul 
ness of your denunciation. 

Encounter ♦ Divine, Implement, Thunder 
Standard Action Close blast 3 

Target: Each enemy In blast 
Attack: Wisdom vs. Fortitude 

Hit: 2d6 t- Wisdom modifier thunder damage, and you 
push the target 1 square. 

Covenant of Preservation: The number of squares you 
push the target equals your Intelligence modifier. 


Lightning’s Revelation invoker Attack l 


Li#filling splits rite aln strifehuj your joes and exposing their 

frailty 

Encounter 4- Divine, Implement, Lightning 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Reflex 

Hit: 2d6 + Wisdom modifier lightning damage, and the 
target takes a -1 penalty to all defenses until the end of 
your next turn. 

Covenant of Wrath; The penalty to all defenses equals 
your Constitution modifier. 


Summons of Justice Invoker Attack 1 


jus (ice will be served no matter die cost. You draw/romyour 
own vitality to burl a brilliant ray that compels your enemies: to 
come jdruiirii. 

Encounter 4 Charm, Divine, Implement, Radiant 
Standard Action Close burst 5 

Target: One or two creatures In burst 
Attack: Wisdom vs. Will 

Hit: 2dS + Wisdom modifier radiant damage, and you pull 
the target 3 squares. 

Covenant of Malediction: You also knock the target prone. 
Effect: You are dazed until the end of your next turn. 


Whispers of Defeat Invoker Attack 1 


Yn u r wo rds ass u me a I i/e of thei r ow n, worm ir info vour cti 
emies' minds and creating a feeling that defeat is inevitable. 

Encounter -4 Divine. Fear, Implement. Psychic 
Standard Action Close burst 5 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: Until the end of your next turn, the target takes a -2 
penalty to attack rolls, and whenever the target misses 
with an attack, it takes 5 psychic damage. 

Covenant of Malediction: Add your Wisdom modifier to 
the psychic damage. 



































Level 1 Daily Prayers 


Crown of Retaliation Invoker Attack 1 


You point at a foe and form u circle wifh vmir hands, \ trans¬ 
lucent crown then appears over thuf/ot 1 s head, searing it with 
each injury your companions suffer. 

Daily 4 Divine, Implement, Radiant 

Standard Action Ranged 10 

Target: One creature 

Attack: Wisdom vs* Wifi 

Hit: 2d6 + Wisdom modifier radiant damage. 

Effect: The target is affected by your crown of retaliation 
(save ends). Until the crown ends, the target takes S 
radiant damage when any ally within 5 squares of it 
takes damage. 



Yim s pit 11 d re a c 1 ai rse. w h i d i pu n i sites yo u r en a n i i es and ai uses 
you lo fee] an echo of rheir pain. 

Daily 4 Divine, Implement 
Sta nd a rd Acti on Cl ose bursts 

Target; One or two creatures in burst 
Attack: Wisdom vs* Will 

Hit: 1 c£S — Wisdom modifier damage, or 2dS - Wisdom 
modifier damage if you target only one creature. The 
target takes ongoing 10 damage (save ends). 

Miss: Half damage, and ongoing 5 damage (save ends). 
Effect: You take ongoing 5 damage (save ends). 


Invocation of Ice and Fire invoker Attack i 


Hmftfng hail (dmf^eonsybur opponents. 

Daily 4 Cold, Divine, Fire, Implement, Zone 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Reflex 

Hit: 2d6 Wisdom modifier cold and fire damage. 

Effect: The blast creates a zone of flaming hail that lasts until 
the end of your next turn. Any creature that starts its turn 
within the zone takes 5 cold and fire damage. 

Sustain Minor: The zone persists. 


Silent Malediction 



V-vl-LT 

■ c 

A. I H 


MSMMiii 


invoke r Attach l 


You enter a trance as your lips move. Your enemies don't hear 
vi hat you Ye say mtj because of flic ihunder rumbling around 


them. 


Daily 4 Divine, Implement, Thunder 
Standard Action Close blast 3 

Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: 2d6 - Wisdom modifier thunder damage, and the 
target is stunned (save ends). 

Miss: Half damage, and the target is dazed until the end of 
your next turn. 

Effect: You are dazed untrl the end of your next turn. 



Storm Call 



Invoker Attack 1 




Filled with the wrath of the gods, you call dawn thunder and 

lighi m ng or i your enen n: 


Daily 4 Divine, Implement, Lightning, Thunder 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 1 dS +• Wisdom modifier thunder damage. The tar¬ 
get takes ongoing 5 lightning damage and is dazed 
(save ends both). 

Miss: Half damage* and the target is slowed (save ends). 


Level 2 Utility Prayers 


Divine Protection invoker utility 2 


You act knowing dui t your god will save you from harm. 

Encounter 4 Divine 

Minor Action Personal 

Effect: Until the end of your next turn* you don’t provoke 
opportunity attacks. 


Encouraging Chant _ Invoker Utility 2 


You shout a word of hope to restore you r aflies’confidence* 

Encounter 4 Divine, Zone 
Minor Action Close burst 2 

Effect: The burst creates a zone of hope that lasts until the 
end of your next turn. While within the zone, you and 
any allies gain a power bonus to saving throws equal to 
your Intelligence modifier. 



























Know Weakness Invoker Utility 2 


Viol! u TTt-r words of paw thuf arc ubn uard> a/Jmavledrjc. 

Encounter 4 Divine 
Minor Action Personal 

Effect Choose a creature within I 0 squares of you. You 
know that creature's current resistances and vulnerabili¬ 
ties, if any* 


Lore of Shorn Invoker Utility 2 


Yoii invoke die vast knowledge of the lost t ivifizarion of Shorn* 
Jium'ntf ii ccess to esoteric fore that mfyjJi! orhenvist* escape you. 

Daily 4 Divine 

Free Action Personal 

Trigger: You make an Arcana check* a History check, or a 
Religion check and dislike the result 
Effect: You reroll the skill check with a power bonus equal 
to your Intelligence modifier and ust either result. 


Miraculous Fortune invoker utility 1 


JI a nuff i the titto ct srr i k e> \ on .yaw rim c f\ prqi c r reduces the 
uarsf of the mjun and inspires a n cur In ally. 

Encounter 4 DMne 
Immediate Interrupt Personal 
Trigger: You are damaged by an enemy's attack 
Effect: I he damage is reduced by r i. One ally within 5 
squares of you gains a +1 power bonus to attack rolls 
until the start of your next turn* 

Level 3 Encounter Prayers 


Knives of the Soul Invoker Attack 3 


i riinsluccni blades burst out of) nur badv and streak toward 
u r enemies. You staler from the unleashed power. 

Encounter 4 Divine, Force, implement 
Standard Action Ranged 5 

Target: One or two creatures 
Attack: Wisdom vs. Reflex 

Hit: 2d 10 - Wisdom modifier force damage, or 2d! 2 + 
Wisdom modifier force damage if you target only one 
mature. You push the target 1 square. 

Covenant of Malediction: I he number of squares you 
push the target equals your Constitution modifier. 

Effect: You take S damage. 


Penance Compelled Invoker Attack 3 


same one will pay for these crimes: you guarantee it 

Encounter 4 Divine, implement. Radiant 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 2d6 - Wisdom modifier radiant damage. The next 
rime t lie target deals damage before the end of your next 
urn, choose another enemy within II 0 squares of you. 
That enemy takes 5 radiant damage. 

Covenant of Wrath: The radiant damage that the chosen 
■ h my takes equals 5 - your Constitution modifier. 


Symbol of the Broken Sword 




Van plate a s\ mbai qfpnri/ri atrnu an your enemy, partly subdit 
mq it 



Encounter 4 Charm, Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs* Will 

Hit: Until ihe end of your next turn, the target cannot use 
any attack power that requires a standard action, other 
than basic attacks. 

Covenant of Preservation: Until the end of your next turn, 
the target also takes a penalty to attack rolls equal to your 
intelligence modifier. 


Word of Rtlill Invoker Attack 3 


Van [Jitcr syllables of damnation, which attack the mi rub of 
avanm’K around van and cloud vain own, 

W 

Encounter 4 Divine, Implement, Psychic 
Standard Action Close burst 2 

Target: Each creature in hurst 
Attack: Wisdom vs. Will 

Hit: 1 dS - W'isdom modifier psychic damage, and the tar- 
got is dazed and slowed until the end of your next turn. 
Effect: You are dazed until the end of your next turn* 



Level 5 Daily Prayers 


Deluge of Blood 



Invoker Attack 5 


Fresh Mood streams from the wounds o/ your vnamy as h is 

duzvd In uTrti Hug pain You irunr aruhav some of the pain too 

and arc momentarily dazed. 

•* 

Daily 4 Divine. Implement 
Immediate Reaction Close burst 5 
Trigger: An enemy within 5 squares of you is damaged by a 
melee or a ranged attack 
Target: The triggering enemy in hurst 
Attack: Wisdom vs. Fortitude 

Hit: The target is dazed and takes ongoing 10 damage 
(save ends both). 

Miss: Ongoing 5 damage (save ends) 

Effect: You are dazed until the end of your next turn. 


Lamentation of the Wicked invoker Attack s 


You speak tm undent cur$e. Yam enemies finish rheir teeth 
and \Uiii at ihe doom you promise, liter ratted Jtavn f/irir own 
de/eiLse. Your and your allies' arracks take advantage of this 
distraction. 

Daily 4 Divine, Implement, Psychic 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: 2d8 Wisdom modifier psychic damage, and the tar 
get grants combat advantage and cannot shift i save ends 
both). 

Effect Unril the end of the encounter, w-hen you or any ally 
within S squares of you attacks an enemy and has combat 
advantage against it. the attack deals extra damage equal 
to your Constitution modifier* 


t HAP TER 3 


NEW INVOKER POWf 
































At your cmmnuml your foes lose J hefr si#ht, The power of this 
pmwr leaves you barely able to defend yourself far a moment. 


Daily + Divine, Implement 
Standard Action Close blast 3 

Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: 2d8 Wisdom modifier damage, and the target is 
blinded (save ends!. 

Miss: Half damage, and the target takes a -2 penalty to 
attack rolls until the end of your next turn. 

Effect: You grant combat advantage until th e start of your 
next turn. 


Trumpet the Star’s Fall invoker Attack 5 


A brilliant orb appears overhead and rhtm smashes Into your 
enemies m a storm of lajht and fire. 

Daily + Divine, Fire, Implement, Radiant, Zone 
Standard Action Area burst 2 within 1 0 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Reflex 

Hit: 2d6 +■ Wisdom modifier fire and radiant damage, and 
you knock the target prone. 

Miss: Half damage, and you push the target 1 square. 
Effect: The burst creates a zone of smoke that lasts until 
the end of the encounter. The zone is heavily obscured. 


Sill! Skard Invoker Attack 5 


You rad dawn a fragment of solar essence an your enemies. 

Daily + Divine, Implement, Radiant 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in hurst 
Attack: Wisdom vs. Reflex 

Hit: 2d6 -+- Wisdom modifier radiant damage, and the 
target is dazed until the end of its next turn. If this power 
targets only one creature, the target is dazed {save ends). 
Miss: Half damage. 


CRAFTING A COVENANT 

Invokers take an oath to oppose the gods" enemies when 
they gain their powers, but your invoker's covenant need 
not be so simple. Consider adding other promises or 
special taboos to make your connection to your deity 
more distinct. 

Maybe you agreed to bear the gods" power in order to 
avenge some wrong, and as repayment for the power they 
granted toward this end, you must complete a particular 
quest. Perhaps you have sworn not to kill members of 
some race or organization favored by the god you serve. 
You covenant might drive you to take seemingly inconse¬ 
quential events or concepts as seriously as life and death. 
For example, you might have sworn to protect love as a 
follower of Sehanine, thus forcing you to break battle 
lines as you seek to reunite two young lovers drawn apart 
by war. 

Your worship might include rites unknown to other 
faithful, or you might adhere to prohibitions that seem 
odd. You can simply do strange things for the humor of it, 
or you can craft these taboos or ceremonies so that they 
have meaning based on the deity you follow. Perhaps, as a 
follower of Meiora, you can T t cross running water without 
first throwing something in. Maybe Moradin demands that 
you say a blessing over every forge you see, Kord might 
call upon you to engage in all contests of strength that you 
encounter. As an adherent of the Raven Queen, you might 
speak a small prayer for the souls of the dead bodies you 
discover, and you might even breathe a well-wishing in 
the midst of battle for the souls you send on their way. 
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Level 6 Utility Prayers 


Brilliant Cloak 



Invoker 





Your dafhmtj comes to life with a dazzling display of color. 


Daily ♦ Divine 

Standard Action Personal 

Effect: Until the end of your next turn, you and any allies 
adjacent to you gain a +2 bonus to AC and Reflex. 
Sustain Minor: The effect persists. 


Guardian Angel Invoker Utility 6 


A prayer to rhtNjods summons a fearsome, winded lo pro¬ 
tect vow comrades. 

'** ■ • ■ ■ ■ 

Daily + Conjuration, Divine 
Standard Action Ranged 10 

Effect: You conjure a guardian angel in 1 square within 
range. The angel lasts until the end of your next turn. 

Any ally in the angels space or adjacent to it gains a * 2 
power bonus to AC. In addition, when you or an ally is hit 
by an attack while in the angels space or adjacent to it, 
you can dismiss the angel as an immediate interrupt and 
reduce the damage by half. 

Sustain Minor: The angel persists, and you can move it 
5 squares. 



Smry the dauber, vmi whisper a prayer k> bolder your courage 
in the fare of harm. 

Daily f Divine 

Immediate Interrupt Personal 

Trigger: An enemy makes a melee or a ranged attack roll 
against you 

Effect: You gain temporary hit points equal to 5 + your 
Wisdom modifier, and you gain a - 2 power bonus to AC 
until the end of your next turn. 


Solid Fog 




Invoker Utility 6 


Each word spoken carries thick/a# until dense mist covers the 
battlefield. 

Daily ♦ Divine, Zone 
Minor Action Close blast 3 

Effect: The burst creates a zone of dense fog that lasts until 
the end of your next turn. The zone is difficult terrain and 
heavily obscured. 

Sustain Minor: The zone persists, and you can increase Its 
size by 1 to a maximum of blast 5. 



































Level 7 Encounter Prayers 


Rain of Blood Invoker Attack 7 


Ktaod rains down/rum the sb; pefriry your enemies. 

Encounter ♦ Divine, Implement 

Standard Action Area burst 7 within 10 squares 

Target: Each enemy in burst 

Attack; Wisdom vs, Fortitude 

Hit: 2d 6 + Wisdom modifier damage, and the target gains 
vulnerable 5 to all damage until the end of your next 
turn. 

Covenant of Wrath: Until the end of your next turn, each 
ally in the burst gains a power bonus to attack rolls equal 
to your Constitution modifier 


Tide of the First Storm Invoker Attack 7 


You call on llu'.firsr storm that rolled over the world, usinq its 
•luver to Mowyour Mires away from harm while bujfjcfin^ vmir 
inemkSi 

Encounter ♦ Divine, implement 

Standard Action Area burst 2 within 10 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Reflex 

Hit: 1 d6 -+■ Wisdom modifier damage, and the target is 
slowed until the end of your next turn. 

Effect: Yqli slide eat h ally in the burst a number of squares 
equal to 1 +- your Intelligence modifier. 


Trumpets of Celestia Invoker Attack 7 


You if note the divine dominion olTefestia. calling on the mini 
pits of rhe immortals there to Hast vuur enemies arid shatter 
thdr resolve. 

Encounter ♦ Divine, Fear, Implement, Thunder 
Standard Action Close blast 3 

Target; Each creature in blast 
Attack; Wisdom vs. Fortitude 

Hit: 2d6 + Wisdom modifier thunder damage, and the 
target takes a -2 penalty to attack rolls until the end of 
your next turn. 

Covenant of Preservation: The penalty to attack rolls 
equals your Intelligence modifier. 


Word of Fiery Condemnation Invoker Attack 7 


Your words Ignite creatures hy/breyau with/irefrom J he h ecu' 
vmn The Maze of glory demands at/your attention, itdzinjj you 
for a short time. 

Encounter ♦ Divine, Fire, Implement, Radiant 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Reflex 

Hit; 2d6 + Wisdom modifier radiant damage, and ongoing 
5 fire damage (save ends). 

Covenant of Malediction: The target takes a -2 penalty to 
saving throws against the ongoing damage. 

Effect: You are dazed until the end of your next turn. 


Written in Fire Invoker Attack 7 


J ion Irtters/liefer m fhr an and scar nearly enemies. 

Encounter ♦ Conjuration, Divine. Fire, Implement 
Standard Action Ranged 10 

Effect: You conjure fiery symbols in 1 square within range. 
The symbols last until the end of your next turn. Any en 
emy that starts its turn within 5 squares of the symbols 
and does not end its turn at least 6 squares away from 
them takes fire damage equal to 10 ^ your Wisdom 
modifier 

Level 9 Daily Prayers 


Baleful Admonishment Invoker Attack 9 


Your Jammui] words u rack you r both at die same time ihur 
dicy doom your foes to defeat. 

Daily ♦ Divine, Implement 
Standard Action Ranged 10 

Target: One. two, or three creatures 
Attack: Wisdom vs. Will 

Hit: I d i 9 + Wisdom modifier damage, and the target 
i\ affected by your baleful admonishment (save ends). 
Whenever the target hits with an attack before the hate¬ 
ful admonishment ends, you can take 5 damage as a free 
action to force the target to reroll the attack and use the 
second result. If the re rolled attack misses, the target 
takes 5 - your Constitution modifier damage. 

Miss; Half damage, and the target is dazed until the end of 
your next turn. 


J n v o t e r 
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Hall of Thunderous Battle Invoker Attack 9 

■ _.. •: __ 


You evoke a vision oj a divine half of kittle. Ybiir allies are em- 
bo/dened by the brave shauis within it, ivliilcr die sounds of battle 
tl ] u n de r over yo i\ r on ein i es, pi isli inq i hem ba ck . 

Daily ♦ Divine, Implement, Thunder, Zone 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit 2d6 ■ Wisdom modifier thunder damage, and you 
push the target a number of squares equal to your Intel¬ 
ligence modifier. 

Miss: Half damage, and you push the target 1 square. 

Effect: The burst creates a thundering zone that lasts 
until the end of your next turn. When you move, the 
zone moves with you, remaining centered on you. While 
within the zone, any ally gains a +2 power bonus to AC 
and Fortitude, 

Sustain Minor: The zone persists, and you push each enemy 
within it 1 square. 


Herald the Storm Unleashed Invoker Attack 9 

- —x • ••• M . •-7 


From a mote off ashing light, a smngt storm Is bom, $wurgin$ 
enemies with litf/i tnlng unci thunder. 

Daily ♦ Divine, Implement, Lightning, Thurider, Zone 
Standard Action Area hurst 1 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Fortitude 

Hit: 3d6 + Wisdom modifier lightning and thunder dam 
age, and you slide the target 2 squares. 

Miss: Half damage. 

Effect: The burst creates a zone of lightning and thunder 
that lasts until the end of your next turn. Any creature 
that begins its turn within the zone takes 5 lightning 
damage. Any creature that leaves the zone takes 5 thun¬ 
der damage. As a move action, you can move the zone 
5 squares. 

Sustain Minor: The zone persists. 



Those nrrav&J mourn! you are id mu a nr to mure lest you blister 

•W 1 »' -F' 

them aq ai n with you r pi m isln ng wo rds, w/i i ch s tifferi yo ur own 
limb s. 

Daily + Divine, Fean Implement 
Minor Action Close blast S 

Target: Each creature in blast 
Attack: Wisdom vs. Will 

Hit: 1 dB + Wisdom modifier damage. The target takes 
ongoing 10 damage and is immobilized (save ends both). 
Miss: Half damage. The target takes ongoing 5 damage and 
is slowed {save ends both). 

Covenant of Malediction: The target takes a -2 penalty to 
saving throws against these effects. 

Effect: You are immobilized until the end of your next turn. 



You ass auk yew enemies* minds and invoke destiny to a her the 
course of events, limiting the arracks ihu enemies can make. 


Daily ♦ Charm, Divine, Implement* Psychic 
Standard Action Area burst 1 within 10 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: 2d6 + Wisdom modifier psychic damage. The only 
attacks the target can make during its next turn are 
basic attacks. If your attack hits only one enemy, the 
only attacks it can make during its turn are basic attacks 
(save ends). 

Covenant of Preservation: Until the end of your next turn, 
the target also lakes a penalty to attack rolls equal to your 
Intelligence modifier, 

Miss: Half damage. 


Level 10 Utility Prayers 


Call of the Vanguard 


Divine inspiration (urns an ambush fa vour advantage. 




Daily + Divine 

No Action Ranged 10 

Trigger: You roll initiative 
Target: You and one ally 

Effect: Each target gains a bonus to his or her initiative 
check equal to your Intelligence modifier, in addition, 
neither target is surprised. 



Your voire mist'd, you attend the reach of your prayers. 


Daily ♦ Divine 

Minor Action Personal 

Effect: Until the end of your next turn, you can increase the 
size of your close blast or dose burst attacks by 1. 



You recite die ancient declaration o f war apauist the pmncmii 
a Is. friends who hear it arc filled with ryhrcous indignation 
against their attackers. 


Daily ♦ Divine, Zone 
Minor Action Close burst 3 

Effect: The burst creates a zone of retribution that lasts 
until the end of your next turn. When any ally within the 
zone takes damage from an attack, that ally gains a -2 
power bonus to attack rolls against the attacker until the 
start of the ally's next turn. 

Sustain Minor: The zone persists. 


Word of Urgency Invoker Utility 1 0 


You exclaim with authority inspiring your_friend to Imp away 
from harm. 

Encounter ♦ Divine 
Free Action Close burst 10 

Trigger: You use an area or a dose attack power and an ally 
within 10 squares of you is in the area of effect 
Target: The triggering ally in burst 
Effect: The target can shift a number of squares equal to 
your Intelligence modifier as a free action. 



Invoker 





























invoker Attack 13 


Level 13 Encounter Prayers 


Brilliant Revelation Invoker Attack 1 3 


You blast nearby- creatures’ minds with a dizzy fry vision of di¬ 
vine dominions. 

Encounter ♦ Divine, Implement, Psychic 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Will 

Hit: IdIO + Wisdom modifier psychic damage, and the 
target is dazed and slowed until the end of your next 
turn. The first time the target attacks before the end of 
your next turn, it takes 1 0 psychic damage. 

Covenant of Malediction: The psychic damage the target 
takes when it attacks equals 10 + your Constitution 
modifier. 



Invoker Attack 13 


. our words assail your foes' minds with self doubt strong 
. Y,nyJi to wound them* Am further attack dazes the victims 
too* 


Encounter + Divine, implement. Psychic 
Standard Action Close blast 5 

~arget: Each enemy in blast 
Attack: Wisdom vs. Will 

Hit: 2d8 ■f- Wisdom modifier psychic damage. If the target 
is hit again before the end of your next turn, it is dazed 
until the end of its next turn. 

Covenant of Wrath: The first creature to attack the target 
before the end of your next turn gains a power bonus to its 
attack roll equal to your Constitution modifier. 


Earthen Reversal invoker Attack 13 


i. ju utter a nearly fbr/jotten y ard dedicated to die earth, and ir 
caves in response, lifting allies and upturning enemies. 

Encounter -f Divine, Implement 

standard Action Area burst 2 within 10 squares 

Target: Each enemy in burst 

Attack: Wisdom vs. Fortitude 

Hit: 1d8 -r Wisdom modifier damage, and you knock the 
target prone. 

EHect: You and each ally in the burst can stand up as a free 
action. 

Covenant of Preservation: Each ally in the burst can also 
shift 1 square as a free action. 


DESTINED FOR GREATNESS 

. an invoker, you have been personally chosen by the 
: 25 to serve their ends. How does that make you feel? 

Do you envy those who are able to pursue their own 
: ^stinles, or do you take great pride in your contact with 
e a vine? Others, even other divine characters, lack your 
*ect, moment-by-moment connection to the gods. They 
sve faith, but you know. Do you fee! pity for them, or are 
* u awed by their greater devotion? 

Is your covenant a burden imposed upon you, or did 
j seek it? Do you revel in your power, or do you regret 
s oath you made? Do you seek the gods’ approval with 
four deeds, or are you confident that the choices you 
ake represent their desires? 


Yau blastyour enemies away in a wave of thunder and 
destruction. 


Encounter ♦ Divine, Implement, Thunder 
Immediate Reaction Close blast S 
Trigger: You are hit by an enemy attack 
Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: 2d6 +- Wisdom modifier thunder damage, and the 
target Is pushed 1 square and deafened until the end of 
your next turn. 


Word of Blindness Invoker Attack I 3 


At your command, creatures around you lose their si^hf. The 
power of this prayer leaver you dazed for a sliart time. 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Close burst 1 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

Hit: 2dS - Wisdom modifier radiant damage, and the tar- 
get Is blinded until the end of your next turn. 

Effect: You are dazed until the end of your next turn. 
Covenant of Malediction: The size of the burst increases 
by 1. 


Level 15 Daily Prayers 


Deific Imprecation Invoker Attack 15 


You are a cmnfuil for your gad s wrath. You fed its srin# as ir 
sm j res vo ur memies. 

Daily + Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 2d8 ■ Wisdom modifier damage, and ongoing 10 
damage (save ends). 

Aftereffect; Each enemy within 3 squares of the target 
cakes 10 damage. 

Miss: Half damage, and ongoing 5 damage (save ends). 
Effect: You take ongoing 5 damage (save ends). Whenever 
you take this ongoing damage, choose an enemy within 5 
squares of you. That enemy also takes 5 damage. 


Dire Banishment 


Invoker Attack I 5 






_ 


Yi> I j I et up om n h b ( n is/ 3 yen 1 3 en ei t iv fro m £h is > vorld. us i up you r 
life force f o prevent the enemy from returning. 


Daily ♦ Divine, Implement, Necrotic, Teleportation 
Standard Action Ranged 5 

Target; One creature 
Attack; Wisdom vs. Will 


Hit; 4d10 t Wisdom modifier necrotic damage, and the 
target vanishes from this world {save ends). You can end 
the effect as a minor action. When the effect ends, the 
target reappears in the space it last occupied or in the 
nearest unoccupied space. 

Each Failed Saving Throw: You take 5 damage. 

Miss: Mali damage, and you teleport the target 5 squares. 


Invoker 






X 


I H A PTEK 3 


NEW INVOKER POWERS 

























Shadowdark Invocation invoker Attack i s 


You cali fonh a chill darkness, which deepens unril ii^hr is bur a 
dim memory- 


Pennant of Heaven’s Armies Invoker utility 16 


A tottered whiteyla# appears, Hiase who behold it find the cour¬ 
age they need to win the day. 


Daily 4 Coid T Divine* Implement, Zone 

Standard Action Close burst 3 

Target; Each creature in burst 

Attack: Wisdom vs. Fortitude 

Hit: 2dS 4 - Wisdom modifier cold damage. 

Miss: Half damage. 

Effect: The burst creates a zone of shadow that lasts until 
the end of your next turn. The zone is heavily obscured. 
When any creature starts its turn within the zone, that 
creature takes 10 coid damage, and you can slide it 3 
squares as a free action. You are immune to the zone's 
effects. As a move action, you can move the zone 3 
squares. 

Sustain Minor: The zone persists. 


Storm of Punishment Invoker Attack 1 5 


Raising your imp/emem. you invoke the tjods ami create a hole 
in the sky through which thunder and fi^hmin*] cascade onto 
your foes. 

Daily 4 Divine, Implement, Lightning, Thunder 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Fortitude 

Hit: 2d8 4 Wisdom modifier lightning and thunder dam¬ 
age, and the target Is blinded and deafened (save ends 
both). 

Miss: Half damage, and the target is blinded and deafened 
until the end of your next turn. 

Level 16 Utility Prayers 


Confounding Utterance invoker utility 16 


You speak a word of st’emuuj gibberish and thru rake shelter 
hehrml the confusion n creates. 

Daily 4 Divine 

Minor Action Personal 

Effect: Until the end of the encounter, when any enemy 
makes a melee attack roll against you, it must roll twice 
and use the lower result. 


WORDS OF CREATION 


Daily 4 Conjuration, Dtvrne 
Standard Action Ranged 1 0 

Effect: You conjure a shining banner in 1 square within 
range. The banner lasts until the end of your next turn. 
Any ally who has line of sight to the banner gains a bo¬ 
nus to all defenses, saving throws against fear effects, and 
damage rolls. The bonus equals your Wisdom modifier. 
Sustain Minor: The banner persists. 


Serene Visage Invoker Utility 16 


Your jod's visage over lays your own anti draws the attention of 
your foes, buying your allies a needed reprieve. 

Encounter 4 Divine 

Minor Action Close burst 2 

Target: Each ally in burst 

Effect: The target doesn t provoke opportunity attacks un 
til the end of your next turn. 



Walls of Hestavar 


Yo 11 r race your implement tb ro ug 1 i th c air a n d co n j u re a s i r a a la ■ 
crum of the Rrkjht City’s walls. 

Daily 4 Conjuration, Divine 

Minor Action Area wall 10 within 1 0 squares 

Effect: You conjure a wall of divine energy. The wall can 
he up to 2 squares high, and it lasts until the end of your 
next turn. The wall is a solid obstacle, and it blocks line of 
sight, it can be climbed with an Athletics check (DC 20 + 
one-half your level). 

Sustain Minor: The wall persists. 


Word of Refuge 1 nvoker Utility 16 


With a ward, you escape an attack, hat at a price. 

Encounter 4 Divine* Teleportation 
Immediate Interrupt Personal 
Trigger: An enemy makes an attack against you 
Effect: You negate the triggering enemy’s attack against 
you and teleport 10 squares. You are dazed until the end 
of your next turn. If you were the only target of the trig¬ 
gering enemy’s attack, the attacker can take a different 
action. 


X 


4 
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You character uses the words the gods spoke to command 
the substance of the world and bring about life. What do 
those words sound like? Does your invoker speak bold 
sounds or mumble eerie chants? 

Since you have a relatively small number of powers, 
you can easily devise unique words of phrases for each. 
Your words of creation might be nonsense sounds or 
peculiar sayings. If you Ye familiar with the movie Dune 
or with the Klingon language from Star Trek , you can 
probably think of some nonsense words that sound cool 
Below are some other suggestions to get your creative 
juices flowing, 

"The Maimed Lord seeks truth in the darkness,” 

“Time is a door that cannot be closed." 

*1 pass beyond to arrive within." 

“Th is fire already burns in all souls/ 1 


Level 17 Encounter Prayers 


Astral Dust 


invoker 



Motes of silvery dust rain from above, burning whatever euem> 
tfw land an. 

i_> 

Encounter 4 Divine, Fire, Implement, Radiant 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Reflex 

Hit: 2d8 4 Wisdom modifier tire and radiant damage. If 
the target doesn’t move away from you before the end of 
its next turn, it takes 5 fire and radiant damage and a -2 
penalty to all defenses until the end of your next turn. 






















Chainfire 


Invoker Attack 1 7 


Word of Pain 


Invoker Attack 1 7 


You ignite u foe in a column of hoK flumes, from which fire 
streams ro nearby enemies. 

Encounter ♦ Divine, Fire, Implement 
Standard Action Ranged 10 

Primary Target: One creature 
Primary Attack: Wisdom vs. Reflex 
Hit; 3d6 +- Wisdom modifier fire damage. Make a second¬ 
ary attack that is an area burst 2 centered on the pri mary 
target. 

Secondary Target Each enemy in burst other than the 
primary target 

Secondary Attack; Wisdom vs. Reflex 
Hit: 2d6 + Wisdom modifier fire damage. 


Daunting Blasphemy Invoker Attack 17 


The vile words you speak darken vour soul as they eat awm at 
vour enemies. who dare nor move. 

Encounter ♦ Divine, Implement* Necrotic 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit: ?d10 + Wisdom modifier necrotic damage. The first 
l ime the target moves before the start of your next turn, 
it takes 5 necrotic damage, 

Effect: You take 5 damage. 


Sound of the Golden Clarion invoker Attack 17 


Heavenly trumpets sound, Masring vourjbes with a perfect note. 

Encounter ♦ Divine, Implement. Thunder 
Standard Action Close blast 5 

Target; Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: MS ■+ Wisdom modifier thunder damage, and the 
target is pushed 1 square and deafened until the end of 
its next turn. 


SERVING EVIL GODS 

As an invoker, you can't dedicate yourself to an evil deity 
w ithout matching the god’s alignment, but that doesn't 
mean the dark gods can't ask for some return on the 
mmortals’ divine investment. Perhaps you hear Tia 
mat r s whispers amid the clinking of coins. Maybe snakes 
■ccasionaily raise their heads and hiss Zehirs wishes. 
When you battle Bane's followers, they might salute you 
and not raise their hands against you unless you first 
attack them. 

If you're interested in roleplaying through this gray 
irea, talk about it with your DM and discuss some of 
’he ways that the evil gods might calf in their debts. You 
don’t want to derail the game by betraying the other 
D Cs or committing disruptive acts, but a character who 
ccasionaily walks the narrow path between right and 
wrong can give the DM story ideas and be great fun for 
everyone. Then, when an envoy of Vecna gives you the 
nformation you need to do some great service for the 
gods and the world* surely you can do some small favor 
n return..,. 


At your ward, lances through flic minds of the creatures 

around van. Van are momcmarih dismteted In (heir mental 
screams. 

Encounter ♦ Divine, Implement, Psychic 
Standard Action Close burst 1 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

Hit; 2d10 “ Wisdom modifier psychic damage, and the 
target is weakened until the end of your next turn. 

Effect: You are dazed until the end of your next turn. 
Covenant of Malediction: The size of the burst increases 
by 1* 

Levti 19 Daily Prayers 


Forced Submission Invoker Attack 19 


Your enemy bends to the divine will expressed through you. You 
cease focusing an your own defense while you harness it 

Daily ♦ Charm, Divine, Implement, Psychic, Reliable 
Standard Action Ranged 10 

Target; One creature 
Attack; Wisdom vs. Will 

Hit: 2d 1 0 Wisdom modifier psychic damage, and the 
target is dominated {save ends). Until this domination 
ends, you grant combat advantage. 

Covenant of Malediction: The target takes a -2 penalty to 
saving throws against this domination. 


Mark of Forbearance Invoker Attack 19 


You superimpose a divine jjbph onyoiir foe. The ancient mark 
sears your foe with radium damage and interferes with its 
attacks, 

Daily ♦ Divine. Implement. Radiant 

Standard Action Ranged TO 

Target One creature 

Attack: Wisdom vs. Will 

Hit: 4d8 - Wisdom modifier radiant damage. 

Miss: Half damage. 

Effect: Tin target lakes a -5 penalty to attack rolls against 
your bloodied allies [save ends). On each of the target's 
turns, it can make a saving throw against lids effect only 
if it does nor attack during that turn. 


Thunderous Shout Invoker Attack 19 


Irtlonmtj a word oj creation, wu split file air with a cacopho¬ 
nous blast. Your ears bleed as the word Jim h ymn Joes away. 

Daily ♦ Divine, Implement, Thunder 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: 3d 10 Wisdom modifier thunder damage, and you 
push the target 5 squares and knock It prone. In addition, 
the target is deafened (save ends). 

Miss: Half damage, and you push the target 2 squares. 
Effect: You lake 1 0 damage. 

Covenant of Malediction: You instead take S damage. 
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Invoker Attack 19 


Level 23 Encounter Prayers 


Wrath of the Fallen God 


The memory of a fallen god's anger anti agony/ills nearby crea¬ 
tures 1 minds* 

• A-- - .i r_“•/. • .*J'-Tr ** . V T-\rr—v ■ 

Daily 4- Divine, Implement, Psychic, Zone 
Standard Action Area burst 2 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Fortitude 

Hit: 4d6 + Wisdom modifier psychic damage, and ongoing 
10 psychic damage (save ends). 

Miss: Half damage, and ongoing 5 psychic damage 
(save ends). 

Effect: The burst creates a zone of agony that lasts until 
the end of your next turn. Any creature that starts its 
turn within the zone is slowed and takes a -2 penalty to 
attack rolls until the end of your next turn. 

Level 22 Utility Prayers 


Call Angelic Shield _Invoker Utility 27 


Yoa s u m i n on ary dice nergy to sh idd yoit _ fro m b a rm. 

Daily 4 Divine 

Minor Action Personal 

Effect: You gain a bonus to all defenses equal to your 
intelligence modifier. Each time an attack misses you, the 
bonus is reduced by 1 This effect lasts until the end of 
the encounter or until the bonus is 0. 


Herald of God Invoker Utility 22 

_:_ 


1 b ar vo i ce res on a tes wi t h divitti? mig ht. 

Daily 4 Divine 

Minor Action Personal 

Effect: Until the end of the encounter, you gain a +10 
power bonus to Bluff checks. Diplomacy checks, and 
Intimidate checks. 


Invoke Sight Invoker Utility 22 


Calling on the gods, you bestow the ability to see (he unsem. 

Daily 4 Divine 

Minor Action Melee touch 

Target: You or one ally 

Effect: The target gains truesight until the end of your next 
turn. If the target is blinded, that condition ends. 

Sustain Minor: The truesight persists. 


INVOKER ORIGINS 

As an invoker, you make a covenant with one or more 
gods to carry a fraction of their power and use it in their 
names. How did that promise come about? Did you have 
a fateful meeting with a strange mystic? Did the gods 
speak to you in a dream or through a waking vision? Have 
you met an angel, an exarch, or even the deity embodied? 
Perhaps you sealed the deal on another plane, miracu¬ 
lously transported there by the power that desired your 
service. It could be that you were born with your gifts and 
grew up knowing that your destiny was to use them in a 
deity's service* For a darker twist, maybe an evil deity gave 
you your powers, but you seek to use them In a righteous 
way and to serve another deity in the hopes that your 
deeds can overcome the oaths you swore* 



Fateful Foresight Invoker Attack 23 


Prophetic forces showed ymi this.moment kmg ago. UirJi this 
faresig/if, you imokefate to after the course of events. 

Encounter 4 Divine, Implement, Psychic 
Immediate Interrupt Ranged 10 
Trigger: An enemy within 10 squares of you makes an 
attack on its turn 
Target: The triggering enemy 
Attack: Wisdom vs. Will 

Hit: 2d8 + Wisdom modifier psychic damage. The target’s 
attack Is negated and is not expended, and the target 
can't use that attack until the start of its next turn, unless 
that attack is a basic attack. The target can immediately 
make a different attack. 

Covenant of Preservation: The target takes a penalty to its 
next attack roll before the end of your next turn equal to 
your Intelligence modifier 


Fetters of Darkness Invoker Attack 2 3 


You tether your enemies with shadowy manacles. 

Encounter 4 Divine, Implement, Necrotic, Teleportation 
Standard Action Ranged 10 

Target: One or two creatures 
Attack: Wisdom vs. Reflex 

Hit: 2dS + Wisdom modifier necrotic damage* You tele 
port the target S squares, and it is immobilized until the 
end of your next turn. If you target only one creature, the 
attack deals ] dS extra necrotic damage, and you teleport 
the target 10 squares Instead of 5. 


Fi na I Re p roach I n vo ke r Attac k 2 3 


You warned them, bur they wouldn't listen. 

Encounter 4 Divine, Force, Implement 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs* Will 

Hit: Whenever the target deals damage with an attack 
before the end of your next turn, it takes 1 5 force darm 
age and is dazed until the end of your next turn. 


Plague of Poison Invoker Attack 23 


7 he gods answered the blasphemies of the city .Sazarus with six 
vicious plagues. You call down the poisonous plague on your 
enemies. 

Encounter 4 Divine, Implement, Poison, Zone 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit; 4d6 - Wisdom modifier poison damage. The target s 
space becomes a zone of poison gas that lasts until the 
end of your next turn. Any creature that starts its turn 
within rhe zone or adjacent to It takes 5 poison damage. 
Covenant of Wrath: The zone deals extra poison damage 
equal to your Wisdom modifier 


CHAPTER 3 


1 ?t v a 1 4? r 





























THE WAR OF WINTER 

Over the ages, the gods have battled one another on 
many occasions- Battles between Tiamat and Bahamut 
and between Bane and Gruumsh are still being fought. 
But most deities do not come into direct conflict with 
each other. The gods are bound by alliances forged during 
the Dawn War and by other mythic events. One of those 
events was a clash in the waning moments of the Dawn 
War when Khala, the god of winter, tried to make herself 
queen over all the deities. 

Khala aimed to establish supremacy over the world 
and over the gods who had survived the nearly com¬ 
pleted war with the primordial, Khala relied on her son 
Kord and her consort Zehir* and on Gruumsh and Tiamat, 
who preferred Khalas vision of a winter bound world of 
savagery and darkness to Avandra’s ancient compromise 
that also offered days of fight and seasons of hope. 

The forces of winter attacked the dominions of the 
strongest gods most likely to object to Khalas reign-Pelor, 
Erathrs, Moradin. Amoth, and Bahamut-and scored early 
victories. A moth's defenses were devastated on Kalan- 
durren, the lower slopes of Celestia fell, and Hestavar 
was besieged. But Khalas success was temporary, for 
the remaining gods leagued against her. Bane joined the 
war against winter to preserve the world for conquest 
and tyranny, rather than abandon it to unceasing sav¬ 
agery- Sehanine intervened alongside Pelor to protect 
the ancient compromises of night and day from being 
overthrown. Even Lolth worked secretly against Khala, 
unwilling to allow a single deity to subjugate the rest. 
The turning point came when Kord and Moradin 
rattled in the mountains of Celestia. Despite Kord’s 
^resistible fury, Moradin refused to yield; Kord s storms 
battered Moradin's mountains in vain. After a long battle, 
Kord drew back. Moradin showed Kord the destruction 
neir battle had wrought in the mortal world, and Kord 
'egretted his actions. He abandoned the cause of winter 
snd turned against his mother 

With the aid of Kord, Bane, and others, the forces 
.-■anding against Khala rallied. They broke the siege of 
-estavar and destroyed or imprisoned the primordials 
and abominations Khala had released, Tiamat retreated 
her lair, and Gruumsh abandoned Khala s cause as 
a el!. But Khala refused to yield and sought to destroy 
me mortal world under never ending winter rather than 
admit defeat. Felon Bane, and Moradin defeated her in 
~er great castle of ice, and the Raven Queen was called 
n to expel Khala into death. The Raven Queen agreed, 
but only if she was given power over winter, So the War 
:f Winter ended with Khala's death, Kurds transforma- 
on, and the Raven Queen's dominion overwinter. 


Word of Bewilderment Invoker Attack 2 i 


One word is’ all ir kikes to strip your enemies of f heir faculties, 
Vo u rs a re also [ em pora ri ly dim n led. 


Encounter + Divine, Implement, Psychic 
Standard Action Close burst 2 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

Hit: 'I dl 0 t Wisdom modifier psychic damage, and the 
target is stunned until the end of your next turn. 

Effect: You are dazed until the end of your next turn. 
Covenant of Malediction: You can choose to become 
stunned until the end of your next turn to increase the 
size of the burst by as much as 3. 


Level 25 Daily Prayers 


Despised of the Gods Invoker Attack 25 

•• ■ p • - ■ • * •' 


^ o i tr *vords srrip a wm- vo u r cmc? t iy s d efe ii> es , c aj; )osiny ri'h. 1 sot i1 
of your foe before the ominous eye of your god. 

Daily ♦ Divine, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 2d10 + Wisdom modifier damage. The target loses 
all resistances and gains vulnerable 20 to all damage 
(save ends both). 

Miss: Half damage, and the target gains vulnerable 10 to all 
damage until the end of your next turn. 

Covenant of Malediction: You can choose to gain vulner¬ 
able 20 to all damage until the end of your next turn. 

If you do so, the target takes a penalty to saving throws 
equal to your Constitution modifier until the end of your 
next turn. 


iX 

LU 




/ 



Eye of tll6 Sun Invoker Attack 25 


You conjure a $iimmerin$ half of raj unit energy, which expands 
into a diminutive sun. If can sear enemies and prefect allies. 

Dally + Conjuration* Divine, Implement, Radiant 
Standard Action Ranged 10 

Effect: You conjure a radiant sphere in an unoccupied 
square within range* The sphere occupies 1 square, and 
it lasts until the end of your next turn. Any enemy that 
starts its turn adjacent to the sphere takes 1 d8 + your 
Wisdom modifier radiant damage. While adjacent to the 
sphere, any ally gains a +2 power bonus to aM defenses. 

As a move action, you can move the sphere 8 squares. 
When the sphere appears, it makes the following attack. 
Target: One creature adjacent to the sphere 
Attack: Wisdom vs. Reflex 

Hit: 4d8 + Wisdom modifier radiant damage, and the 
target cannot attack bloodied creatures until the end of its 
next turn. 

Sustain Minor: The sphere persists, and you can make 
another attack with it as a standard action. 


The gods are not quick to admit it, but the War of 
•Vinter had another huge consequence, convincing the 
-eat primal spirits that the world needed to be protected 
from the gods as much as it needed to be protected from 
primordials. That story is in Player's Handbook 2 and 
the upcoming Primal Power supplement. 














Level 27 Encounter Prayers 


Shackles of the Chained God Invoker Attack 25 


The Cnspeukablc One sought power and for Jus ^reed found 
chains and suffering, 'Those chains wrap around vour foe and 
lush out at its allies. 

Daily 4 Divine, Force, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 4d6 4- Wisdom modifier force damage, and the tar¬ 
get takes ongoing 20 force damage and is immobilized 
{save ends both). 

Miss: Half damage, and the target takes ongoing 10 force 
damage and is slowed (save ends both). 

Effect: Whenever the target takes this power's ongoing 
damage, each enemy within 5 squares of it is pulled 1 
square toward it, and then each enemy adjacent to It 
takes 1 0 force damage. 


Trumpet the Eight Dooms Invoker Attack 25 


An§e\$ blew eitfht trumpets, each sounding a doom more ter¬ 
rible than die last. Your invocation calls one of those dooms 
onto vour enemies. 

mr 

Daily 4- Divine, Implement, Thunder 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Fortitude 

Hit: 4d$ + Wisdom modifier thunder damage. Roll a d8 to 
determine an effect. 

1. The target takes ongoing 1 0 damage {save ends). 

2 . You push the target 1 square, and it takes ongoing 1 0 
damage (save ends). 

3. You push the target 2 squares, and it takes ongoing 1 0 
damage (save ends)* 

4. You push the target 3 squares, and it takes ongoing 10 
damage (save ends), 

5. You push the target 3 squares, and it takes ongoing 10 
damage and is slowed (save ends both}. 

G. You push the target 3 squares and knock it prone, and it 
takes ongoing 10 damage (save ends), 

7. You push the target 3 squares, and it takes ongoing 1 0 
damage and is dazed (save ends both), 

8. The target takes 2d8 extra thunder damage. 

Miss: 6d6 + Wisdom modifier thunder damage. 


Word of Cessation Invoker Attack 25 


You utter a weird so potent dial it can snuff out your enemy's 
life. Even if ihe foe survives, its ability to/i^hr is red need _fbr a 
time. The price you pay is momentary dSenselessness* 

Daily 4 Divine, Implement, Psychic 
Standard Action Ranged 10 

Target: One target 
Attack: Wisdom vs. Will 

Hit: 8d6 + Wisdom modifier psychic damage. The only at¬ 
tacks the target can make are basic attacks (save ends). 
Miss: Half damage, and the target takes a -2 penalty to 
attack roils until the end of your next turn. 

Effect You grant combat advantage until the start of your 
next turn, 


Brand of Fire Invoker Attack 2 7 


Your solemn curse causes fire to leap a i your enemies to brand 
them. 

Encounter 4 Divine. Fire, Implement 
Standard Action Ranged 10 

Target: One, two, or three creatures 
Attack: Wisdom vs* Reflex 

Hit: 4d6 T Wisdom modifier fire damage. The first time 
the target is hit by a melee or a close attack before the 
end of your next turn, it takes 1 0 fire damage. 

Covenant of Wrath: The first time the target is hit by any 
attack (not just a melee or a dose attack) before the end of 
your next turn, it takes 10 fire damage. 


Compel Action Invoker Attack 2 7 


You force your enemies to act as you comma)id far a moment. 
Controlling them requires much of vour attention. 

Encounter 4 Charm, Divine, Implement 
Standard Action Close blast 5 

Target: Each creature in. blast 
Attack: Wisdom vs. Will 

Hit: The target is dominated until the end of your next 
turn. 

Covenant of Preservation: The target gains a +2 bonus to 
attack rolls until the domination ends* 

Effect: You grant combat advantage until the start of your 
next turn. 


Pali of the Shadowfell Invoker Attack 27 


A shadowy shroud of chill descends on nvo foes, dooming them 
together. 

Encounter 4 Cold, Divine, Implement 
Standard Action Ranged 10 

Target: Two creatures 
Attack: Wisdom vs. Fortitude 

Hit: 3d8 + Wisdom modifier cold damage. Whenever the 
target deals damage before the end of your next turn, the 
other target of this power takes 1 5 cold damage. 


Word of Death Invoker Attack 27 


You enter a trance and make an anriem utterance, iuviinu? 
creatures around you to enter the realm of death. 

Encounter 4 Divine, Implement, Necrotic 
Standard Action Close burst 1 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

Hit: 4d1 0 + Wisdom modifier necrotic damage. 

Covenant of Malediction: If the target is already bloodied, 
it takes extra necrotic damage equal to your Constitution 
modifier. 

Effect: You are dazed until the end of your next turn. 
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Level 29 Daily Prayers 


Apocalypse from the Sky invoker Attack 29 


Yen jpsvo^v d*\ifiiUUh . <)fumh fist <?/ niLijjical /bra rfirn >rna>?ic> 
dawn from overhead and Masts out a great pir in out’ titanic 
blow. 

Daily ♦ Divine, Force, Implement 

Standard Action Area burst 2 within 10 squares 

Target: Each creature In burst 

Attack: Wisdom vs. Reflex 

Hit: 4d8 + Wisdom modifier force damage, and the target 
is dazed (save ends), 

Miss: Half damage, and you knock the target prone. You 
must slide the target to the nearest unoccupied space 
outside the burst. 

Effect: A pit fills the area of the burst and is 10 feet deep. 
Any creature fully within the area of the pit descends 
10 feet, taking no falling damage for descending that 
distance. 


Invoked Devastation invoker Attack 29 


in am icm days, invdLvrs sjvfce t/u> utmf of ending to Limtihi/ute 
thdr crivrmes. but at such a dreadful cast that it nearly erased 
their men rivilisatum. 

Daily ♦ Divine. Implement, Zone; Varies 
Standard Action Area burst 3 within 20 squares 

Target: Each creature In burst 

Attack: Wisdom vs. Fortitude, Reflex, Will, You make one 
attack roll per target, comparing the result against all 
three defenses. A target might be hit up to three times, 
depending on which defenses are hit. 

Hit (Fortitude): 1H8 Wisdom modifier force damage, and 
ongoing S cold damage (save ends). 

Hit (Reflex): ld8 - Wisdom modifier lightning damage, and 
ongoing 5 fire damage (save ends). 

Hit(Wiil): IdS -i- Wisdom modifier radiant damage, and 
ongoing 5 psychic damage (save ends). 

Effect: The zone creates an area of devastation that lasts 
until the end of the encounter. The zone is difficult terrain. 
Any creature that enters the zone or starts its turn there 
takes 1 0 damage. 


Malediction of the Eternal Pyre invoker Attack 29 


Mames mar aut of you a* you coiwynytntr enemies to a ficr\ 
death. 

Daily ♦ Divine, Fire. Implement 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Wisdom vs. Reflex 

Hit: 3d1 0 - Wisdom modifier fire damage, and ongoing 
20 fire damage (save ends). 

Miss: tdl 0 + Wisdom modifier fire damage, and ongoing 1 0 
fire damage (save ends). 

Effect: You take ongoing 10 fire damage (save ends). 


Storm of Creation Invoker Attack 29 


You lap irtlo the pimw of cmifian itself and use it to pound vour 
foes w ifh a farce that disrupts their very existence. 

Daily ♦ Divine, Forte, Implement 

Standard Action Area burst 2 with in 10 squares 

Target: Each creature in burst 

Attack: Wisdom vs. Fortitude 

Hit: 4dS + Wisdom modifier force damage, and the target 
is stunned {save ends). 

Aftereffect: I he target is dazed (save ends). I his aftereffect 
applies only if you target a single creature. 

Miss; Half damage, and the target is dazed until the end of 
your next turn. 


AVANDRA AND THE FIRST 
DOPPELGANGER 

When the world was young, Avandra was deeply involved 
in the lives of its creatures. She delighted In making their 
lives better. One mortal who was the object of Avandra's 
favor was a beautiful woman who was pursued by a cruel 
suitor. This suitor set his servants on her like hunting dogs. 
Two times Avandra helped the woman to flee or fight by 
changing her luck, and each time the woman praised 
Avandra after her escape. 

The third time the woman was threatened, Avandra 
gifted her with the power to change her form so that she 
could save herself from any future threat. The woman 
used her power to become an assassin, killing her suitor 
and all who served him. When Avandra sought her out to 
rebuke her, the woman used her power to hide from the 
goddess. By the time Avandra found the woman, her chil¬ 
dren's children had given birth to many more offspring, 
all having the power to change shape. The goddess’s gift, 
once given, could not be taken away. Thus the race of 
doppelgartgers, or changelings, was born. 

From that episode Avandra learned a bitter lesson 
about being overly generous to mortals. Ever since then* 
she has been careful to help mortals only in small ways, 
often hiding her hand. By allowing mortals to face their 
own problems, Avandra provides them with the chance 
to discover their full potential. 
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Adept of Whispers 

"Tlu 1 wise know that one airmot speak anti listen ar the 
same time.” 


Prerequisite: Invoker 


blindsight or tremor sense. You take a “2 penalty to 
Blufl checks and Diplomacy checks. 

Raised Voice (16th level): When you use a 
divine attack power, you can choose to raise your 
voice before you make any attack rolls for it, for that 
attack, von can score a critical hit on a roll of 19-20. 
and enemies take a -2 penalty to saving throws 
against the attack's effects, 1 lowever, you are dazed 
until the end of your next turn. 


The words of creation can bend the elements to 
your desires, but the words of mortal speech also 
have power to create or destroy. Far better to listen 
instead of speak, to seek the wisdom that conies 
with quiet understanding. You speak sparingly and 
softly and you choose your words with great care. 

By husbanding the power of your voice for the words 
of creation, you ensure that vour mind and soul are 
focused on the powerful prayers you utter. 

Adept of Whispers 
Path Features 

Adept's Action (11th level): When you spend an 
action point to take an extra action, von also gain a +2 
bonus to attack rolls With divine powers, and you can 
increase the size of vour divine blasts or bursts by 1. 
These benefits last until the star! of your next turn. 

Silent Presence (11th level): You gain a +2 
bonus to Stealth checks. Insight cheeks, and Intimi¬ 
date checks, and creatures cannot perceive you with 



Adept oe Whispers Prayers 


Admonishing Whisper Adept of Whispers Attack 11 


You whisper a single word of pow er, and vour enemies reel hark 
from its mi^hi. deafened by il and admonished to do no more 
harm to your friends. 

Encounter + Divine, Implement 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Wisdom vs. Wilt 

Hit: 3d6 1 Wisdom modifier damage, and you push the 
target 2 squares. The target is deafened until the end of 
your next turn. If the target is then adjacent to a bloodied 
ally, the target Is also dazed until the end of your next 
turn. 


Restorative Word Adept of Whispers Utility 1 2 


You softly rail your comrade' s name and whisper a word of 
hr tiling ptrwer. 

Daily + Divine, Healing 
Standard Action Melee touch 

Target: One ally 

Effect: The target can spend two healing surges and make 
a saving throw. 


Whisper of Doom Adept of Whispers Attack 20 


You whisper an ancient curse of dire potency against vour 
enemies. 

Daily ♦ Divine, Implement 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit: 3dS + Wisdom modifier damage. 7 he target takes 
ongoing 10 damage and is weakened (save ends both). 
M iss: Half damage. 


VOW OF SILENCE 

Your adept of whispers might have taken a vow of silence. 
If so, you can still talk to the DM to tell him what your 
character is doing. You can also take part in normal table 
discussions and repartee with other players; you can 
assume that your character uses a basic sign language or 
a chalk and slate to contribute to party decisions. When 
your character addresses a PC or another character, you 
can roleplay your character s taciturn nature by describing 
nods, hard looks, head shakes, or hand gestures. Finally, 
your character can speak in times of great need, since the 
adept's vow is voluntary. 















Crimson Arbiter 

"You have transgressed, and restitution must be? made. 
Drink deep of yaw misfortune." 

Prerequisite: invoker 


You arc an agent of justice to your deity's enemies. 
You arc judge, jury, and executioner, although you 
are more than an in flic ter of punishment. You are 
also a redresser of wrongs and a giver of absolu¬ 
tion, enjoined to aid those who have been unfairly 
i r e ate d and to set i nj u s t ice s a right. A c co rd i ng t o lo ng - 
standing tradition* you conceal your features beneath 
a crimson mask or hood while you perform your 
duties. By this sign the condemned and the forgiven 
alike know that you are acting not from your mortal 
passions or preferences, but as your divine master 
instructs. Crimson arbiters are most likely to serve 
deities concerned with law or justice, such as Erathis. 
Bahamut, Pc lor. or Bane. 

You carry small strips of paper marked with 
sacred glyphs that lend strength to your prayers for 
justice. Each holds the name of a power epitomizing 
mercy, perception, balance, or punishment, guiding 
you in your judgments. 

Crimson Arbiter Path Features 

Arbiter’s Action (11th level): When you spend 
an action point to make an attack, any enemy you 
hit with that attack takes a -2 penalty to attack rolls 
(save ends), 

fust Presence (11th level): When you score 
a critical hit with an invoker power, you gain a +2 
power bonus to attack rolls against any enemy within 
1 squares of you. This bonus lasts until the end of the 
encounter. 

Justice’s Wrath (16th level): The first enemy 
that damages you in an encounter is subject to your 
wrath. Until the end of the encounter, you can reroil 

■ir 

any damage die that comes up as a 1 when you make 
a damage roll that includes that enemy as a target. 

Crimson Arbiter Prayers 


Sign of Guilt Crimson Arbiter Attack 1 1 


You trace a magical in the air. Your ertetny amnot bear 
flit's ip hi of if as the magic evokes deep guilt, causing the enemy 
to u 1 liver in its ainicks. 

Encounter + Divine, Fear, Implement, Psychic 
Standard Action Ranged 10 

Target: One enemy 
Attack: Wisdom vs. Will 

Hit: 1 dl 0 + Wisdom modifier psychic damage. Until the 
end of your next turn, the target takes a -S penalty to 
attack roils, and rf the target attacks and misses, it must 
make a melee basic attack against an enemy adjacent to 
it as a free action. 




No Rest for the Wicked Crimson Arbiter Utility 1 2 

___ * 


You call forth souls from the SJuukwfelL As foes strike you. the 
souls distract thorn with uailmij. 

Daily + Divine 

Minor Action Personal 

Effect: When any enemy hits you before the end of your 
next turn, that enemy takes a -2 penalty to all defenses 
(save ends). 

Sustain Minor: The effect persists. 


Sign of Penance Crimson Arbiter Attack 20 


A ijhpb ofpemirtce appears before you and ignites. Divine fire 
leaps from it to enemies of weak will. 

Daily -f Divine* Fire, Implement* Radiant 

Standard Action Ranged 10 

Primary Target: One target 

Primary Attack: Wisdom vs. Will 

Hit: 3d6 t Wisdom modifier fire and radiant damage. 

Miss: Haff damage. 

Effect: Make a secondary attack that is an area burst 1 
centered on the primary target. 

Secondary Target: Each creature in burst other than the 
primary target 

Secondary Attack: Wisdom vs. Reflex 

Hit: 2d6 + Wisdom modifier fire and radiant damage, and 

the secondary target is slowed (save ends). 

Effect: If the primary attack reduces the primary target to 


0 hit points, the burst creates an area of difficult terrain 
that lasts until the end of the encounter. 






















Devoted Orator 

'Take heed! My words are those of the gods, and liiev are to 
be /eared/' 

Prerequisite: invoker 

Yon are a messenger of the gods and a preacher 
of divine virtues. Your speech evokes devotion in 
the faithful and fear in the irreligious. You are an 
authority for anyone wishing to know the desires of 
vour deity, and you are renowned ibr vour power to 
enhance and amplify your voice and lor your ability 
to speak in ominous, multilayered tones. 

A few devoted orators are trained at temples, but 
most arise through private devotion. You might have 
communed directly with a deity and been forever 
moved by the experience, or von could be one whose 
faith is strong enough to bridge the mortal and 
immortal. People who dislike vour message might 
regard you as a scolder, a rabble-rouser, or a threat 
to the established order, but vou have little concern 
for how t hey react to you: you speak what the gods 
put in your heart, and you trust that they will deal 
harshly with those who ignore you or hinder you in 



your mission. 11 you serve a temple, you often prove to 
be difficult for your superiors to deal with, since your 
pronouncements chastise the great and the powerful 
as well as the rest of the people. Consequently, you 
rarely stay in one place for long. A few theocracies 
have devoted orators at their head or in dose service 
to the ruler, lor few dare to refute the power of one 
such as vou. 

Devoted Orator Path Features 

Brilliant Rhetoric (11th level): You can use vour 
Intelligence modifier instead of your i liar ism a modi¬ 
fier when making Diplomacy checks. 

Fearsome Oration (11th level): When you 
spend an action point to take an extra action, you 
either pull or push each enemy within 3 squares of 
you a number of squares equal to your Intelligence 
modifier. 

Thundering Prayer (16th level): When you use 
a dose attack power, you can choose to deal extra 
thunder damage equal to one-half your Intelligence 
modifier, and you can push a target you hit 1 square. 
If you do so, the power gains the thunder keyword. 

Devoted Orator Prayers 


Legion Rebuke Devoted Orator Attack 11 


You. chastise nearby enemies with divine displeasure. Your voire 
sounds as if many people are speaking at once .. 

Encounter 4 Divine, Fear, Implement, Thunder 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Wisdom vs. Will 

Hit: 1<J8 + Wisdom modifier thunder damage. The target 
moves its speed + your Intelligence modifier away from 
you by the safest path possible. 


Chastisement Devoted Orator Utility 1 2 


Your thunderous rebukcMmik^tis tin enemy s resolve. 

Encounter 4 Divine 
Immediate Reaction Close burst 5 
Trigger: An enemy within 5 squares of you makes an attack 
Target: The triggering enemy in burst 
Effect: The target gains vulnerable 10 thunder until the 
end of your next turn. 


Thunderous Oration Devoted Orator Attack 20 


Your enemies reel upon bear™ your thunderous voice. 

Daily 4 Divine, Implement, Thunder 
Standard Action Close blast 5 

Target: Each enemy In blast 
Attack; Wisdom vs. Fortitude 

Hit:3dg + Wisdom modifier thunder damage, and the tar¬ 
get Is dazed and deafened until the end of your next turn. 
Miss: Half damage. 

Effect: As the first action of your next turn, you can make 
the attack again as a free action, 
















Divine Hand 

l 'I am the hand of my god, Through. my acfums, my 
god s (ouch is felt, whether it he a tender caress or a 
crushing fist” 

P re r e qu i s i te : 1 n vake r 

Through faithful devotion* you have attracted the 
attention oi vour deity, who has elevated vou as a 
divine hand. A mortal representative of your deity* 
you have a divine mission, such as to construct a great 
monument in your gods image, to subdue a tyrant, 
or to create a temple in a distant land. Vour actions 
sometimes seem without purpose, but they are part 
of your deity's grand design, Many divinc hands arc 
marked physically by their god in the form of unusual 
eve or hair color or a blemish on the skin. 

wf 

As a divine hand, you wield powerful invoca¬ 
tions for smiting the enemies of your deity. You are a 
dauntless soldier for your cause, because your Fervor 
fills yoi ir heart with limitless courage. You r g re at 
faith strikes fear into your enemies and blazes a 
bright path across the world. 

Divine Hand Path Features 

Inspire Terror (11th level): W hen you spend an 
action point to take an extra action, you also end any 
slowed or immobilized conditions on you. in addi- 

■r 

lion, if you make an attack with your extra action, 
each cncmv vou hit with that attack is immobilized 

J .m 1 ' 

until the end of vour next turn. This attack is a 

jf 

fear effect. 

Undaunted (11th level): You gain a +2 bonus to 
saving throws and to all defenses against fear effects. 

Quell the Fearful (16th level): When you hit an 
enemy with a fear power, that enemy lakes a -2 pen¬ 
alty to attack rolls against you until the end of your 
next turn. 

Divine Hand Prayers 


Harvest the Craven Divine Hand Attack 1 f 


You rail terror ifowft on your joes, They-fear to remain alone. 

Encounter + Divine* Fear, Implement, Psychic 
Standard Action Area burst 2 within 10 squares 

Target: Each enemy in burst 
Attack: Wisdom vs. Wilt 

Hit: 2d6 - Wisdom modifier psychic damage. Until the 
end of your next turn, the target is stowed, and it takes 
a -2 penalty to all defenses when It is not adjacent to 
another enemy. 



Tenor of Wrath Divine Hand Utility 12 


The shy darkens and the ground trembles as you manifest you r 
gad's terrifying presence. 

Daily + Divine* Fear, Zone 
Minor Action Close burst S 

Effect; The burst creates a zone of fear that lasts until the 
end of your next turn. When you move, the zone moves 
with you, remaining centered on you. if willingly entering 
a square within the zone would bring an enemy closer to 
you* entering that square costs the enemy 1 extra square 
of movement. 

Sustain Minor: The zone persists. 


Cascade of Fear Divine Hand Attack 20 

_ 


You raise your implement high and speak words of portent, as¬ 
suring yourfoes ofyourtfod's wrath anti sending them sprawl¬ 
ing In fear. 

Daily ♦ Divine, Fear, Implement* Psychic 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Wisdom vs. Will 

Hit: 2d8 n- Wisdom modifier psychic damage, and the 
target is knocked prone and dazed (save ends). The target 
takes a penalty to saving throws against this effect equal 
to your Constitution modifier. 

M iss: Half damage, and the target Is knocked prone. 
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Divine Philosopher 

"Knovvfcdg e is mv wea pan, fo r it cu ts t r ue r rf i a n a ti y 
sword? 

Prerequisite: Invoker 

A paragon of scholarship, von wield the power of 
knowledge. You believe that the gods arc the ultimate 
vessels of wisdom in the universe, and through devo¬ 
tion to them and careful study ol their words, you 
seek to understand and shape real it v itself. 

Divine philosophers generally arise from remote 
monasteries where the words of the gods are studied 
and debated amid daily chants and meditations. A 
rare few divine philosophers are self-taught savants, 
w ho learn through careful study ol divine texts and 
personal devotion to the gods. Whatever their origins, 
divine philosophers seek knowledge throughout the 
world, in temple archives, hidden vaults, and ancient 
libraries. 

As a divine philosopher, you call on your deep 
understanding ol the gods to aid you in your adven¬ 
tures. Your tireless pursuit ol know ledge leads you 
across the planes to ancient civilizations and hostile 
lands. Although you might serve a particular deity, 
you seek the wisdom of all the gods, wherever it can 
be found. 



Divine Philosopher 
Path Features 

insight of the Ancients (11th level): When you 
spend an action point to make an attack, you can 
reroll one attack roll you make as part of that attack. 
You must use the second result. 

Student of the Gods (11th level): ^ on gain one 
divine at-will attack power from a class other than 
your own as an encounter power. 

Knowledge Is Power (16th level): When you 
succeed on a DC 20 monster knowledge check about 
a particular creature (DC 25 for a paragon tier crea¬ 
ture or DC 30 for an epic tier creature), you gain a +1 
bonus to attack rolls and a +2 bonus to damage rolls 
against that creature until the end of the encounter. If 
your check result is 25 ( 30 for a paragon tier creature 
or 35 for an epic tier creature), you instead gain a -2 
bonus to attack rolls and a + 4 bonus to damage rolls. 
You can use this path feature once per day. 

Divine Philosopher Prayers 


Hit the Weak Spot Divine Philosopher Attack 11 


You invoke the knowledge of the gods rmd send out a beam of 
radiance that lowers your foeV resistances. 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Ranged 10 

Target: One creature 
Attack; Wisdom vs. Reflex 

Hit: 2d8 + Wisdom modifier radiant damage. Until the 
end of your next turn, the target's resistances are reduced 
by 5 + your Intelligence modifier, and its vulnerabilities 
are increased by your Intelligence modifier. 


Uncanny Insight Divine Philosopher Utility 1 2 


You foresee your foe's non course of action and act, fafcintj ad 
run ikge of' did i hum ! edge. 

Encounter + Divine 
Immediate Interrupt Personal 

Trigger: An enemy within your line of sight takes a standard 
action, and you are trained in the skill related to that 
creature’s origin 

Effect: You take a standard action. 


Word of Anathema Divine Philosopher Attack 20 

___ ; _ • " 


You speak one of die sacred words handed dawn to you from the 
£jods. The word is anathema to your enemies, enfeehliru] them. 

Daily + Divine, Fear, Implement 
Standard Action Close burst 5 

Target; Each enemy in burst that has a creature origin 
related to a skill you’re trained in 
Attack: Wisdom vs. Will 

Hit: Idl 0 -^- Wisdom modifier damage, and the target is 
weakened and gains vulnerable 5 4- your Intelligence 
modifier to all damage {save ends both). 

Miss: The target is slowed and gains vulnerable 5 to at! 
damage until the end of your next turn. 



3 


I ii r a k e r 


















Keeper of the Mine 

“You brought this ontoypursWf" 

Prerequisite: Invoker. I rained in 21 Ktory 

Ancient scrolls speak of the world's last days* fore 
telling a time of violence and destruction that will 
consume everything. Yon have studied these scrolls 
and know the disasters destined to befall the world: 
nine terrible catastrophes that will one day cause its 
doom. These supernatural disasters were sown in t he 
world s foundations during the f irst days and now lie 
1 juried beneath mightv seals so its far corners. It is 
vtmr task to ensure that these seals remain intact, tor 
each time some evil power breaks one* tlie end of all 
livings draws closer. 1 hose who meddle with the seals 
ilirt with the destruction of all and risk upsetting the 
g re a t pu rpose of t he co sums. 

To safeguard the ancient seals* you are initiated 
into a secretive order: the Keepers of the Nine* You 
learn powerful prayers of warding and destruction so 
that von can deal with those who meddle with forces 
they do not understand. Keepers are draw n from 
many races and include servants of different gods, but 
must are dedicated to F.ratllis* loun, or Moradin. Old 
disagreements and jealousies are common among 
the Keepers, but all agree that the Nine Seals must 
remain hidden and unbroken* 

Keeper of the Nine 
Path Features 

Dooming Action (11th level): When you 
spend an action point to make an attack, one target 
hit by that attack gains vulnerable 3 to all damage 
(save ends). 

Ruining Prayer (11th level): When you use am 
invoker power that is a close attack* you can turn the 
ground around you into rubble; each square adjacent 
t o \ o 11 be comes d i ffi c u 11 te r ra i n u nt i I t lie rub b 1 e i s 
cleared. 

Keeper s Vengeance (16th level): When you 
xire bloodied and use an invoker power that creates a 
burst, vou can increase the sj/c of the burst bv 1, 

■m* 

Keeper of the Nine Prayers 


Glyph of Warning Keeper of the Nine Attack 11 


\ complex tjh-ph appears in (lie air above nm, repdliri^your 

enemies* 

Encounter ♦ Divine, Fear 
Standard Action Close burst 10 

Target: Each enemy in hurst 

Effect: Each target moves its speed away from you as a 
free action. Any ally who makes an opportunity attack 
provoked by this movement gains a power bonus to the 
attack roll and the damage roll equal to 2 - your Intel¬ 
ligence modifier. 



Keeper’s Mantle Keeper of the Nine Utility 1 2 


A sJirmmt’rin# Mue aura of emervp settles over your shoulders, 
u-hisktu^ you away from your enemies' ajiurks and distracting 
focs s ra n d i ng too c I os c t o yoi i, 

Daily + Divine, Teleportation 
Immediate Reaction Personal 

Trigger: You take damage from an enemy's attack while you 
are bloodied 

Effect: You teleport 5 squares. Each enemy adjacent to you 
when you teleport grants combat advantage until the 
end of your next turn. 


The Tenth Seal Keeper of the Nine Attack 20 


You conjure a gKpfi that anlcaslh's die huh/ it q/'rfie Tenth *S>aI, 
known only fo the most powerful' Keepers of die Nine. Your cn- 
ftnifs lJ j'C smmit'd by its thunder. 

Daily Conjuration, Divine, Implement, Thunder 
Standard Action Ranged 10 

Effect: You conjure a glyph of the Tenth Seal in an 
unoccupied square within range. The glyph lasts until the 
end of your next turn* When the glyph appears, it makes 
an attack that is a dose burst 3. 

Primary Target: Each enemy in burst 

Primary Attack: Wisdom vs. Will 

Hit: 2dS + Wisdom modifier thunder damage* and the 

primary target is stunned (save ends). 

Sustain Minor: The glyph persists and makes a secondary 
attack that is a close burst 3, 

Secondary Target: Each enemy in burst 
Secondary Attack: Wisdom vs* Will 
Hit: 1 dS - Wisdom modifier thunder damage, and the 
secondary target is dazed (save ends). 









Speaker of the Word 

"Jr Is simple to spcufe the Word, ktunmy haw and when to 
u se fh e V Vo rd-and It o tv to casc vou r c arise iencc 11 fr c r v oxi 
unleash its pmccr-is more earn pie a." 

Prerequisite: 1 maker 

Yi hi are an initiate in a rare tradition, one that 
embraces a unified religious concept summed up in 
one word of power. TKfe Word was crafted b\ t he gods 
to be a great weapon. Only the most trustworthy and 
compassionate invokers are taught the syllables of the 
W ord, and even they seldom usi its power, i uch syl¬ 
lable, when spoken in the proper pitch and c adence, 
is a powerful prayer in its own right, and those brief 
tones are the most powerful weapons of your faith. 

It is not enough siniplv to repeat the syllables that 
comprise the Word: to unleash its power you must 
desire to do so, speaking it exactly and framing the 
philosophical significance o! each syllable in your 
mind as you sav it. Uttering i he Word unleashes dam 
gerous divine energy and even speakers oi the Word 
dare not utter it in a voice louder than a whisper. 

Speaker of the Word 
Path Features 

Speaker’s Action (11th level): When you spend 
an action point to rake an extra action, you can also 
re roll one die you roll during the same turn for an 
attack roll, a damage roll, a skill check, or a saving 
throw and use either result. 

Influencing Syllable (11th level): You gain a +1 
bonus to Charisma-based skill checks. 

Empowering Syllable (16th level): After you use 
a speaker ol the Word power, you gain a +2 power 
bonus to attack rolls until the end of your next turn. 

Speaker of the Word Prayers 



\ w/Iableo/rfit* U'tmi i> mouqh raipiidc others*steps. 

Encounter ♦ Divine 
Minor Action Close burst S 

Target: You anti each ally in burst 
Effect: You slide the target a number of squares equal to 
your Intelligence modifier. The next time the target hits 
with an attack before the end of your next turn, you can 
slide the hit t mature 1 square as a free action. 



6 Speaker of the Word Utility 12 


Syllable of Light Speaker of the Word Attack 11 


You whisper tin other worldly rom\ mid lights svvbi around 
t in;. Minding your foes cuiif surmu tiding vour allies in chafes oj 
radiance. 

Encounter ♦ Divine, Implement, Radiant 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: 1d8 + Wisdom modifier radiant damage, and the 
target is blinded and deafened until the end of your next 
turn. 

Effect: Each ally in the burst gains a ^2 power bonus to 
alt defenses and resist S radiant until the end of your 
next turn* 


The Word Spoken Speaker of the Word Attack 20 


fn a soft voice, you Intone ihc complete W ord* unleash in# sub¬ 
lime destruction. 

Daily ♦ Divine* Implement, Psychic 
Standard Action Area burst 3 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Will 

Hit: 3d8 Wisdom modifier psychic damage, and 
ongoing 10 psychic damage isave ends). In addition, the 
target fails its next saving throw before the end of the 
encounter. 

Miss: Half damage, and ongoing S psychic damage 
(save ends). 





















Stonecaller 

'The vvmncj5 of old are remembered in the very roclb of the 
world. Secret wrath lies sleeping in stone." 

Prerequisite: Invoker 

The ancient language of creation lies locked within 
the bones of the earth. You have mastered some of 
the oldest and most fundamental syllables of this 
language, syllables so sonorous that they almost defy 
being uttered by mortals. With your words and your 
will, you can wake the very stone of the world to lend 
you its strength or lash out at your enemies. 

Dwarves were the first mortal stonecallers, 
but the tradition has since spread to other races, 
especially goliaths, shifters, and barbaric human se¬ 
ptuple who live close to the elements. Throughout 
the world, mountain folk know the power of the 
stonecaller s voice. 

Stonecaller Path Features 

Stonecaller ? s Action (11th level): When you 
spend an action point to take an extra action, you 
also create an earthquake in a close hurst 2,5, or 10 
(your choice). Until the start of your next turn, all 
creatures other than von treat the area of the burst as 
difficult terrain, and any creature von hit while it is 
in the burst is knocked prone alter the attacks eMeets 
are resolved. 

Strong Footing (11th level): When any attack 
would knock you prone, you can make a saving 
throw. If you save, you don't fall prone. In addition, 
you ignore difficult terrain if it is the result of rubble, 
uneven stone, or an earthen construction. 

Stonesight ( 16 th level): You gain tremorsense 5 
as long as you are in contact with the ground. 

Stonecaller Prayers 


Earth bolt Stonecaller Attack 11 


At your temmamf Ifit 1 ground bmeafh_Ytmr enemies erupts in 
jagged fangs of stoiic. 

Encounter + Divine, Implement, Zone 
Standard Action Area burst 2 within 10 squares 

Target: Each creature in burst 
Attack: Wisdom vs. Fortitude 

Hit: 3d6 - Wisdom modifier damage, and the target is 
knocked prone. 

Effect: The burst creates a zone of uneven stone that lasts 
until the end of your next turn. The zone is difficult terrain. 



Rooted to the Earth Stonetsliei Utility 12 


Tfu 1 earth mi or your friend its immovable mass and 

deep pmvtfr 

Encounter + Divine 
Immediate Interrupt Close burst 2 
Trigger: You or an ally within 2 squares of you is bloodied, 
pulled, pushed, or slid by an enemy attack 
Target: The triggering character 

Effect: The target can use his or her second wind and isn't 
subject to the forced movement, if any. 


Black Obelisk of Doom Stonecaller Attack 20 


You call forth a great pillar of rock. \n ancient rune of destruc¬ 
tion is aitred on it. Enemies that behold it arc drawn to their 
doom. 

Daily Conjuration, Divine, Implement, Necrotic 
Standard Action Ranged 20 

Effect: You conjure a black obelisk that fills an unoccupied 
square within range. The obelisk must be on a solid 
surface and is a 1 0-foot high solid obstacle. It lasts until 
the end of your next turn. Any enemy that starts its turn 
adjacent to the obelisk is weakened until the start of its 
next turn. When the obelisk appears, it makes an attack 
that is a dose burst 4, 

Target: One creature in burst 
Attack: Wisdom vs. Will 

Hit 3d8 + Wisdom modifier necrotic damage, and 
the target is pulled 3 squares toward the obelisk and 
immobilized (save ends). 

Sustain Minor: The obelisk persists. As a standard action, 
you can make its attack again. 
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Theurge oe t he Compact 

*7 will not bawC 

Prerequisite: Invoker, Covenant of Wrath class 
feature 

You walk a perilous path, for you study the rare 
and dangerous fragments of the Compact Infernal. 
Through your understanding of this dark lore, you 
have harnessed the power of the Nine Hells. You hold 
mastery over internal conflagrations and can conjure 
fiendish serva nt s . W it h s uch p owe i a i y o u r com - 
maud, you run the risk of becoming consumed by 
pride and being seduced by fell whispers. You must 
use vour powers with great care—if you falter, the 
fiends that serve you might become your masters, 

Theurge oe the Compact 
Path Features 

Incendiary Action (1 ith level): W hen you 
spend an action point to make an attack, each target 
hit by that attack gains vulnerable 5 fire until the end 
of vour next turn. 

j 

Bringer of Despair (11th level): When you score 

a critical hit with an invoker attack pow r er. you can 

take S damage. If you do so. the target oi the critical 

hit takes a -2 penalty to attack rolls (save ends). 

Fiery W r a t h (16th I e vel): T lie bon u s d a mage o i 

vour Covenant Manifestation is fire and is 2 instead 

«/ 

of I (or each enemv. 



Theurge of the Compact Prayers 


Hellfire Theurge of the Compact Attack 11 

Unleashed 


Hellish fire erupts within; cur enemy, while Nad 1 smafee poisons 
the ail' a round it. 

Encounter ♦ Divine, Fire, Implement, Poison 
Standard Action Ranged 1 0 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 2d 10 + Wisdom modifier fire and poison damage. 

Each creature adjacent to the target takes 5 poison 
damage and grants combat advantage until the end of 
your next turn. 


Infernal Guardian Theurge of the Compact Utility 1 2 


A sinister figure fanned .from hdlfire appears beside you r o pro 
teef you jfor? harm. 

Encounter + Conjuration, Divine 
Minor Action Melee 1 

Effect: You conjure an infernal guardian in an unoccupied 
square adjacentto you. The guardian lasts until the end 
of your next turn. While you are adjacent to the guardian, 
you are immune to charm effects and fear effects, and 
you gain resist 10 fire. 

Sustain Minor: The guardian persists. 


Fiery Companions Theurge of the Compact Attack 20 


F ire erupts across vour body as you stream die word k> rip open 
reality ami tail forth fiends to aid you. 

Daily ♦ Conjuration, Divine, Fire, Implement 
Standard Action Close burst 1 0 

Effect: You conjure four fiery fiends in four unoccupied 
squares in the burst. The fiends occupy their squares, and 
they last until the end of your next turn. Any creature 
that leaves a square adjacent to a Fiend on its turn takes 
ongoing 1 0 fire damage (save ends). When the fiends 
appear, they each make the following melee attack [de¬ 
termine line of sight from each fiend). A fiend attacks an 
ally if no enemies are adjacent to it. 

Target: One adjacent creature 
Attack: Wisdom vs. Reflex 

Hit; 2dS H- Wisdom modifier frre damage, and ongoing 5 
fire damage (save ends). 

Sustain Minor The fiends persist. As a standard action, 
you can cause each of the fiends to make its attack 
again. As before, a bend attacks an ally if no enemies are 
adjacent to it. 
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Vessel of Ichor 

T am more than mortal, for I have tasted the blood of 
the gods." 

Prerequisite: Invoker, Covenant of Wrath class 
feature 

To strengthen you for the hardships that lie ahead, 
you have been given a rare blessing: You have drunk 
a single drop of ichor, the blood of the gods. The 
potency of ichor is more than the mortal frame was 
meant to bear, and the effect of consuming even a 
drop was almost enough to ki11 you. But you survived, 
and now a tiny portion of immortal b lood flows 
through your veins. 

Ichor is exceedingly rare in the world. Secretive 
religious orders carefully hoard vials containing the 
silvery substance, concealing it in well-defended 
temples, remote monasteries, or hidden shrines. You 
might have discovered the drop you consumed in a 
longTorgotten vault years ago and carried the vial 
until you grew powerful enough to drink its contents 
and live. Or emissaries of those who first schooled 
you in the invoker's way might have arrived when you 
were ready to take this path, bringing you the drop 
of ichor. In any event, your goal as a vessel of ichor is 
to defend the great and noble things the gods have 
created against those who would tear them down. 
Whenever a servant of the gods is murdered, when¬ 
ever something sacred is defiled, it is an affront to 
divine sovereignty. 





Vessel of Ichor Path Features 

Vessel's Action {11th level): When you spend an 
action point to take an extra standard action, you also 
gain an extra minor action you can use before the end 
of your next turn. If you are bloodied when you spend 
the action point, you gain an extra move action instead. 

Invoker's Blood (llth level): When you use your 
armor of wrath power, you deal 2d6 extra damage if 
you are bloodied. 

Vessel's Resistance (16th level): You gain resist 
5 to all damage while you are bloodied. 

Vessel of Ichor Prayers 


Fiery Glance Vessel of Ichor Attack 11 


You summon the divine power in your blood. Your eyes Maze 
with silver fire as you fix your gaze onyvur foe. 



Encounter 4 Divine, Implement, Radiant 
Standard Action Ranged 20 

Primary Target: One creature 
Primary Attack: Wisdom vs. Reflex 
Hit: 1 dl 0 + Wisdom modifier radiant damage, and the 
target Is dazed until the end of your next turn. Make a 
secondary attack that is an area burst 2 centered on the 
primary target. 

Secondary Target: Each enemy in burst other than the 
primary target 

Secondary Attack: Wisdom vs. Reflex 

Hit: T d 10 + Wisdom modifier radiant damage, 


Holy Vigor 





Vessel of Ichor Utility 12 


You call on the divine potenn In your blood. In a flask you and 
your friend are emboldened to strike back arypur/oe. 

Daily 4 Divine, Healing 
Immediate Reaction Close burst 10 
Trigger: An enemy hits your ally within 10 squares of you 
Target: The triggering ally in burst 
Effect: You and the target gain a +2 power bonus to the 
next attack roll each of you makes against the triggering 
enemy before the end of the encounter. If the target was 
bloodied by the triggering enemy's attack, he or she can 
spend a healing surge. 



Silver Rain 


. : .I::-.-, 

S^rasgat 


Vessel of Ichor Attack 20 


4 min nf dlvpr sllOUCrs \VUV frittliT iind /dfS With the 

Daily 4 Divine, Healing, Implement, Radiant, Zone 

Standard Action Area burst 3 within 20 squares 

Target: Each enemy in burst 

Attack: Wisdom vs. Fortitude. You gain a bonus to the attack 
roll and the damage roll equal to the number of bloodied 
allies In the burst and an additional +1 if you are bloodied. 

Hit: 4dS T Wisdom modifier radiant damage, and ongoing 
S radiant damage (save ends). 

Miss: Half damage. 

Effect: The burst creates a zone of ichor that lasts until the 
end of your next turn. Any bloodied ally who starts his or 
her turn within the zone regains hit points equal to your 
Constitution modifier. Any enemy that isn't bloodied 
11 hat starts its turn within the zone takes radiant damage 
equal to your Constitution modifier. 

Sustain Minor: The zone persists. 
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CHAPTER 4 


Mvqeod Made carves the casques of men. 

Ah lartce thrustrth sure. 

My strength is as the strength of lea, 

B e cause an h eart is p ure. 

—Tennyson. "Sir Galahad’* 

A LIVING rampart of steel and courage, you 
stand against all enemies. You anchor the front line 
of the adventuring party, first to throw yours ell in 
harms way. With hold challenges, von defy the most 
fearsome of enemies and force them to reckon with 
vou. Your place is in the middle of the fray, testing 
vour mettle in hand-to-hand combat. 

J 

Different deities have varying expectations of 
their paladins. Some deities favor those who excel in 
shielding their comrades from harm, while others 
demand vengeance Irom their champions. But you 
might instead be an ardent paladin, one who sac¬ 
rifices vour own defense and even vour health for 

.r' 

greater of fensive power. Or you are a virtuous pala¬ 
din, a warrior of pure heart who can withstand the 
wiles and blights ofvour gods enemies. You might 
follow one of these paths exclusively, or you might 
forge a course of your own. 

However you choose to serve vour divine patron, 
this chapter provides you with many new options. 

♦ New Class Features: In place of vour lav cm hands 
power, you can select one of two new powers to 
better focus on dealing damage or overcoming 
harmful conditions. These are best suited to the 
paladin builds presented in this chapter, though 
anv paladin can choose them. 

♦ New Builds: The ardent paladin takes the battle 
to the enemy, heedless of personal risk. The virtu¬ 
ous paladin excels in resisting conditions imposed 
by enemies. 

♦ New Paladin Powers: Almost one hundred new 
paladin powers include prayers for ardent and 
virtuous paladins, as well as prayers suited 10 
avenging and protecting paladins. 

+ New Paragon Paths: New paragon paths focus 
your paladin's service, including the champion 
of Corel Ion, the demon si aver, and the holy 
conqueror. 

CHAPTER 4 
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NEW CLASS FEATURES 


J 


When you make your paladin, you can select one o( 
these powers in place of lay on hands. 


Ardent Vow Paladin Feature 1 


You draw on umwn cnng faith and inner strength to strike with 
divine jury. 

Daily {Special) 4- Divine 

Minor Action Melee touch 

Target: One creature 

Effect: The next time you attack the target before the end 
of your next turn, you gain a bonus to the damage roll 
equal to S - your Wisdom modifier In addition, wbenev 
er you attack the target before the end of the encounter, 
it is subject to your divine sanction until the end of your 
next turn. 

Special; You can use this power a number of times per day 
equal to your Wisdom modifier (minimum 1), but only 
once per round. 


Virtue's Touch Paladin Feature 


Vour geriife much removes ojlirtion. 

Daily (Special) ♦ Divine 

Minor Action Melee touch 

Target: One creature 

Effect: You remove one condition from the target: blinded. 

dazed, deafened, slowed, stunned, or weakened. 

Special: You can use this power a number of times per day 
equal to your Wisdom modifier (minimum 1 ), but only 
once per round. 


NEW BUILDS 


The avenging pa lad hi and the protecting paladin are 
described in the Players Handbook, This chapter intro 
duces 1 1 vo paladin builds: the ardent paladin, who 
specializes in offense, and the virtuous paladin, who 
focuses on resisting harmful effects. 


require you to spend some of your cm n hit points 
for best effect. Because of this build's focus on deal¬ 
ing damage, choose a weapon with the best possible 
damage capacity, typically a two-(landed weapon. 
Suggested Class Feature: ante Ml vow* 

Suggested Feat: Mighty" Challenge 
Suggested Skills: ileal. Insight, intimidate. 
Religion 

Suggested At-Will Powers: tmfeur strike," valiant 
strike 

Suggested Encounter Power: divine pursuit* 
Suggested Daily Power: Wood of*the rnfghtv* 

*New option presented in this book 

Virtuous Paladin 

You are a tower o( faith: enchantments and dreadful 
powers wielded by your foes can find little purchase 
in your devoted heart, l ike the protecting paladin, 
you shield your companions, but you dn so while 
protecting yourself so t hat you can stay in the fight. 

No matter how vour enemies attack you. you excel at 
resisting conditions that would impede others. Asa 
warrior of exceptional piety, you also make more use 
of your holy symbol than other paladins do. You have 
several options lor engaging enemies at range, so that 
even foes beyond your weapon s reach cannot escape 
your challenge. 

Your highest ability score should be Charisma, 
Choose Wisdom for vour second-best score, since a 
good Wisdom enhances the effects of many of your 
powers. Strength should be your third-best score. 

First choose powers that let you make extra saving 
throws or use healing surges, then powers that holster 
your allies or deal high damage. You should wield a 
shield and a one handed weapon, since having high 
defenses is a goal ol this build. 


DIVINE SANCTION 



Ardent Paladin 

Your brutal assaults demonstrate the power of vour 
god's wrath. You're more like a striker than other 
paladins are. You willingh sacrifice v our own health 
and defense to strike down vour loes, even giving tip 
some healing ability to be a more powerful attacker. 
The ardent vow power allows you to focus on a specific 
opponent, dealing additional damage with attacks 
and keeping that foe's attention on you. This power 
also enhances powers that work better against cne 
mies marked In vou. 

m iff 

Take Strength as your highest ability score, since 
vou use it for many attacks and damage. Wisdom 
should be your second-highest score, to maximize the 
number of uses you get ol urdenf vow. A good Consti¬ 
tution score can help soothe lire sting of powers that 


Many new paladin powers and some of the new feats in 
this book subject a target to your divine sanction. Being 
subject to it means the target is marked by you for a 
duration specified in the description of the power or feat 
Unless otherwise noted, the mark ends before the speci¬ 
fied duration if someone else marks the target. 

Until the mark ends, the target takes radiant damage 
equal to 3 + your Charisma modifier the first time each 
round it makes an attack that doesn't include you as 
a target. The damage increases to 6 + your Charisma 
modifier at 11th level and 9 + your Charisma modifier 
at 21 st level. 

Divine sanction is meant to complement divine chal¬ 
lenge. You can use divine challenge to mark one creature 
and use divine sanction to mark others. Divine sanction 
has fewer restrictions than divine challenge so that you can 
easily use the two in concert. 
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Suggested Class Feature: virtues touch* 
Suggested Feat: Virtuous Recovery 
Suggested Skills: Endurance, Ileal, Insight, 
Religion 

Suggested At-Will Powers: bolstering strike, virtu¬ 
ous strike* 

Suggested Encounter Power: valorotts smite* 
Suggested Daily Power: majestic halo* 

*New option presented in this book 


NEW PALADIN POWERS 


Paladins excel at calling out iocs, and a number ol 
the new powers presented here reinforce that ability 
using divine sanction. Ardent paladin powers rep¬ 
resent zealous devotion to deity and cause, dealing 
tremendous damage at a cost to yourself, and virtuous 
paladin powers reflect devotion and strength of spirit 
to guard you from enemy attacks. Avenging paladins 
might choose a few ardent paladin powers for a boost 
to damage, and protecting paladins can make good 
use of many virtuous paladin powers. 


Level 1 At-Wiel Prayers 


Ardent Strike 

III- • nrfs.HftsisSB KUSiiiuiti iSJiUl&ftil; 



Paladin Attack 1 


^ ou attack your enemy and make it t tie focus of ye nr gad's 
anger. 

At-Will + Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength or Charisma vs. AC 
Hit: 11 W'| 4 Strength or Charisma modifier damage, and 
the target is subject to your divine sanction until the end 
of your next turn. 

Level 27: 2|W) 4- Strength or Charisma modifier damage. 
Special: When charging, you can use this power in place of 
a melee basic attack. 


Virtuous Strike _ Paladin Attack 1 


The dam %Jtr of your weapon pi emu your enemies and fills 
you with resolve. 

At-Will ♦ Divine. Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [Wl + Charisma modifier radiant damage, and you 
gain a 42 bonus to saving throws until the start of your 
next turn. 

Level 27: 2|Wj 4 Charisma modifier radiant damage. 
Special: This power can be used as a melee basic attack. 
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Level 1 Daily Prayers 


Level 1 Encounter Prayfrs 


Dazzling Flare Paladin Attack 1 


Pairifill/y bri/jhr Iit jht /las hcsfromyour hdy symbol. 

Encounter 4 Divine, Implement, Radiant 
Standard Action Ranged S 

Target: One creature 
Attack: Charisma vs. Reflex 

Hit: 2dS + Charisma modifier radiant damage, and the 
target takes a - 2 penalty to attack rolls until the end of 
your next turn. 


Blood of die Mighty Paladin Attack 1 


You slrniv on vow mvn li/ejbrrc to deal a iledsiw blow. 

Daily * Divine, Reliable, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs* AC 

Hit: 4(W| - Strength modifier damage. 

Effect: You take 5 damage, which can’t be reduced in 
any way 


Divine Pursuit Paladin Attack 1 


) cm drive xvur Jur with a mighty attack and fb/Itm 1 ft to 
prevent its escape. 



Paladin Attack 1 


Ydur sirilv burns jiur gods symbol onto fhf enemy, a beacon to 
your companions. 


Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 
Hit: 2[W] + Strength modifier damage, anti you push 
the target a number of squares equal to your Wisdom 
modifier. You then shift to the nearest square adjacent to 
the target. 


Guardian Light Paladin Attack 1 


\s vott attack, a faint glcnv envelops your weapon and bolsters 
your defenses for a time. 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength or Charisma vs. AC 

Hit: 1 [Wj Strength or Charisma modifier radiam damage. 
Until the end of your next turn, you gain a bonus to Forti¬ 
tude, Reflex, and Wifi equal to your Wisdom modifier. 


Heedless Fury _Paladin Attack 1 


You lay intayourfhc iWrJtaur regard fa vour own safe n: 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3[Wj + Strength modifier damage, and you take a - 5 
penalty to all defenses until the end of your next turn. 


Valorous Smite Paladin Attack 1 


You erv out as you strike, ddring ofirour enemies to ftue you. 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 


Daily 4 Divine, Fire, Reliable, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 
Hit: 2[W| + Strength modifier fire damage. The target 
takes ongoing 5 fire damage and grants combat ad van 
tage to any ally adjacent to it (save ends both). 


Glorious Charge Paladin Attack 1 


You nadc into baffle and urge your allies to greater heights. 

Daily 4 Divine. Healing, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 2|W] + Charisma modifier damage* 

Effect: After the attack, each ally within 2 squares of you 
regains hit points equal to one-half your level + your 
Wisdom modifier. 

Special: When charging, you can use this power in place of 
a melee basic attack. 


Majestic Hafo Paladin Attack 1 


Van jtlilru 1 vdili divine radiance that scars uujr enemies as vmu 
attack and commands their respect. 

Dally 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 3[W] s Charisma modifier radiant damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, any enemy that 
starts its turn adjacent to you is subject to your divine 
sanction until the end of its turn. 


Attack: Charisma vs. AC 

Hit: 2[Wj + Charisma modifier damage. Each enemy with¬ 
in 3 squares of you is subject to your divine sanction until 
the end of your next turn. 
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Level 2 Utility Prayers 


Level 3 Encounter Prayers 



You retire an ancient prayer to imbue your weapon with the 
p awer of pu re fa t lb. 

Daily ♦ Divine, Radiant 
Minor Action Personal 

Effect: Choose one weapon you are wielding. Until the end 
of the encounter you gain a +1 power bonus to attack 
rolls with that weapon, and it deals 1 d6 extra radiant 
damage on a hit. In addition, you can score a critical hit 
with the weapon on a roll of 1 8-20 against creatures 
vulnerable to radiant damage. 


Call of Challenge Paladin Utility 2 


You brandish your weapon and demand that all foes nearby 
face you in battle. 

Encounter +■ Divine 

Minor Action Close burst 3 

Target: Each enemy in burst 

Effect: Each target is subject to your divine sanction until 
the end of your next turn. 


Divine Counter Paladin utility 2 

_ 


The power of your god de/Tects part of an attack against you, 
and vou call out the attacker. 

f. 

Encounter + Divine 
Immediate Interrupt Personal 
Trigger: An enemy hits your Fortitude, Reflex, or Will 
Effect: You take only half damage from the triggering en¬ 
emy's attack, and the triggering enemy is subject to your 
divine sanction until the end of its next turn. 


T I _ r 

Touch of Grace 




Paladin Utility 2 


You take onto yourself the suffering of your ally 


Encounter + Divine 

Minor Action Melee touch 


Target: One ally 

Effect: You transfer to yourself one effect on the target that 
a save can end, 
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Virtue Paladin Utility 2 


You g \rd yourself in your high ideals and face the enemy with 
renewed deter m mati orr. 

Encounter ♦ Divine 

Minor Action Personal 

Effect: You spend a healing surge but regain no hit points. 
You instead gain temporary hit points equal to your heal 
mg surge value. 


Avenging Smite Paladin Attack 3 


Your steel EnmsfLves an enemy that harms ytwjTt end. 

Encounter ♦ Divine, Weapon 

Immediate Reaction Melee 1 

Trigger: An enemy adjacent to you hits your ally 

Target: The triggering enemy 

Attack: Charisma vs* AC 

Hit: Z[WJ + Charisma modifier damage, and the target is 
Immobilized until the end of your next turn. 


Call to Arms Paladin Attack 3 


You lead wur foe to the ground where you want to fight. 

Encounter ♦ Divine, Implement 
Standard Action Close burst 5 

Target: One creature marked by you 
Primary Attack: Charisma vs. Will 
Hit: You pull the target to a square adjacent to you. Then 
make a melee secondary attack against it using your 
weapon. 

Secondary Attack: Charisma + 2 vs. AC 
Hit: 2[W] ~ Char isma modifier damage. 


Hold Fast Paladin Attack 3 


You engage votir foe and prevent it from advancing an vour 
allies. 

■: ••••-V.r.sv ... « . 

Encounter 4- Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength or Charisma vs. AC 
Hit: 2[W] + Strength or Charisma modifier damage, and 
the target is immobilized until the end of your next turn. 
Special: You can use this power in place of a melee basic 
attack. 


Strength from Valor Paladin Attack 3 

o _ __ 


As foes endrde you, you fight all the harder. 

Encounter ♦ Divine, Weapon 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Strength vs. Fortitude 

Hit: 1 [W] + Strength modifier damage. You gain 5 tempo¬ 
rary hit points for each target hit by the attack. 


Trial of Strength Paladin Attack 3 

CJ__ 


You shake off afjT'rtTm to strike true and hard, 

Encounter + Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Effect: Before the attack, you make a saving throw with a 
bonus equal to your Wisdom modifier. 

Attack: Charisma vs. AC 

Hit: 2(W] + Charisma modifier damage. 
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Level 5 Daily Prayers 


Unyielding Faith 


Paladin Attack S 


Arc of Vengeance Paladin Attack 5 


Yourjlashitifl weapon prnrm&s a >wi/l End to ytw/des. 

Daily ♦ Divine, Radiant, Weapon 

Standard Action Close burst 1 

Target Each enemy in burst 

Attack: Strength vs, AC 

Hit: 2[W1 + Strength modifier radiant damage. 

Miss: Half damage. 

Effect: The target is subject to your divine sanction un¬ 
til the end of your next turn* If the target was already 
marked by you, it also takes radiant damage equal to 
your Wisdom modifier whenever it deals damage to you 
or any ally (save ends)* 


Name of Might Paladin Attack 5 


You sliour an anricm an/jefir name of tfmndemies power dim 
slows your foes* 

Daily ♦ Divine, Implement, Thunder 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Charisma vs. Fortitude 

Hit; 3d8 + Charisma modifier thunder damage, and the 
target is slowed (save ends). 

Miss: Half damage, and the target Is slowed until the end of 
its next turn. 


Prayer of Two Paths Paladin Attack 5 


As von strife one emum; von direct a beam ofludv radii i tut 

i^F s' »" ar ■* 

n^otnsf another. 

Dally + Divine, Heating, Radiant, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Strength vs. AC 
Hit: 2[W[ -- Strength modifier damage. 

Effect: Make a ranged secondary attack using your 
implement. Doing so doesn't provoke opportunity attacks. 
Secondary Target: One creature other than the primary 
target within 5 squares of you 
Secondary Attack: Charisma vs. Will 
Hit: 2d8 4- Charisma modifier radiant damage, and you 
regain hit points equal to 1d6 +* your Charisma modifier 


You let fiiifh alone guide your weapon. \n vuemvean diffract 
yot j fro m vn u r Si j cred fa s fc 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 3[W] Charisma modifier damage, and the target 
is subject to your divine sanction until the end of the 
encounter* 

Miss: Half damage. 

Effect: You gain a +5 power bonus to all defenses against 
charm effects until the end of the encounter. 

Level 6 Utility Prayers 


Fear Not Paladin Utility h 


You reassure your olK corifarrm^ divine power to throw off ill 
effects* 

Encounter ♦ Divine 

Minor Action Melee touch 

Target: One creature 

Effect: I he target can make a saving throw. Against a fear 
effect, the target gains a bonus to the savingthrow equal 
to your Wisdom modifier. 


Pure Devotion Paladin Utility 6 


The irm nsih ofyaurf&ilh proieci> yutz/rmu vour enemy Y in 
sidituis power. 

Encounter + Divine 
Immediate Interrupt Personal 
Trigger: An enemy attacks you 

Effect: You gain a 4-4 power bonus to Fortitude and Will 
Until the end of your next turn. 


Shield of Discipline 


Paladin Utility 6 


hard won through years of neurons self-control 
blunts you r enemies' attacks. 

•wT 


Encounter ♦ Divine 
Minor Action Personal 

Effect: l Inti! the end of your next turn, you gain resistance 
to all damage equal to your Strength modifier. 


Unrelenting Punishment Paladin Attack 5 


After nw urinal a track, divine power continues to assault your 
file* and vou </rnw ranker all the while. 

Daily ♦ Divine. Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. A( 

Hit: 2|W] + Strength modifier damage. 

Effect: The target takes ongoing S damage (save ends). 
Whenever the target takes this ongoing damage* you 
regain hit points equal to your Wisdom modifier, 


Shield the Virtuous Paladin Utility 6 


\ ou speak a prayer oj protection fo r an ally; who is sunroumW 
In it shin if nj halo. 

Daily ♦ Divine, Radiant 

Minor Action Close burst 10 

Target: One ally in burst 

Effect: Until the end of the encounter, any enemy that hits 
or misses the target takes 3 + your Charisma modifier ra 
diant damage* unless that enemy is marked by the target, 
level IT: 6 r your Charisma modifier radiant damage, 
level 2 T: 9 ■+■ your Charisma modifier radiant damage. 
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Paladin Attack 7 


Valiant Rush Paladin utility 6 


You into battle with divine speed. 

Encounter ♦ Divine 

Move Action Personal 

Effect; You move twice your speed to a square adjacent to 
an enemy that is within your line of sight at tire start of 
this movement. 

Level 7 Encounter Prayers 


Astral Thunder Paladin Attack 7 

_ _ _ 


The power of your god’s dominion thunders rimuujh vour bob' 
symbol to pummel nearby foes > 

Encounter ♦ Divine, Implement Thunder 
Standard Action Close burst 3 

Target; Each enemy in burst 
Attack; Charisma vs. Fortitude 

Hit; 2d8 + Charisma modifier thunder damage. Until the 
end of your next turn, the target takes a penalty to attack 
rolls equal to your Wisdom modifier. 



As you charge* a j^lden %hr envelops your weapon and fortifies 


you against die powers of darkness and fair. 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 3[W| Charisma modifier radiant damage. Until the 
end of your next turn, you gain a +2 bonus to ail defenses 
against fear or necrotic effects. 

Special: When charging, you can use this power in place of a 
melee basic attack. 


Comeback Smite 


You sbru^ off ike effects of your enemies attacks and strike barb 
with even greater purpose. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Effect: Before the attack, you make a saving throw against 
each effect on you that a save can end. You gain a bonus to 
the attack roll and the damage roll equal to the number of 
effects you save against. 

Target: One creature 

Attack: Strength vs. AC 

Hit: 2[W1 + Strength modifier damage. 


Force of Arms Pal ad in Attack 7 


You channel your entire spirit into a powerful attack. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC. If you have used the Channel 
Divinity power divine strength during this turn, you gain a 
bonus to the attack roll equal to your Wisdom modifier, 
Hit: 2[W[ + Strength modifier damage. 


Price of Cowardice Paladin Attack 7 


A searing flash of light punishes a foe who refuses to face you in 
battle. 

Encounter ♦ Divine, Implement, Radiant 
Immediate Interrupt Close burst 5 
Trigger; An enemy marked by you makes an attack that 
does not include you as a target 
Target: The triggering enemy 
Attack: Charisma vs. Will 

Hit: 2d10 + Charisma modifier radiant damage, and the 
target is blinded until the end of your next turn. 


























Resurgent Smite Paladin Attack 7 

,_o_____ 


Your inspiring attack bes ton's health an-ywr ally. 

Encounter ♦ Divine, Heating. Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Strength or Charisma vs. AC 
Hit; 2[W] 4- Strength or Charisma modifier damage, 
and an ally within S squares of you can spend a heal 
ing surge* If the attack deals at least 20 damage, the 
ally gains additional hit points equal to twice your 
Wisdom modifier. 

% 

Level 9 Daily Prayers 


Final Rebuke Paladin Attack 9 


You roar u'jjfi outrage. and vmir /uricms strike hurls yourfoe 
awa\: 

Daily ♦ Divine, Reliable, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Strength vs. Fortitude 

Hit: 2[W] 4- Strength modifier damage, and you push the 
target 5 squares. If the target ends this movement in a 
square adjacent to a solid obstacle, the target takes 1 |Wj 
extra damage. 


Knightly Intercession _Paladin Attack 9 


You command a foe to (muchyou instead of your companion. 

Daily ♦ Divine, Weapon 
Immediate Interrupt Close burst 10 
Trigger: An enemy within 10 squares of you hits your ally 
with a melee or a ranged attack 
Target: The triggering enemy 

Effect: The triggering attack hits you Instead of the ally. 
You pull the target to a square adjacent to you and then 
make the following attack against it. 

Attack: Strength vs. AC 

Hit: 2| W| - Strength modifier damage, and the target 
is subject to your divine sanction until the end of the 
encounter. 


Paladin Attar k 9 


You direct j beam li/Yiito 5 radiance aqamsr an enemy and fon e 
h to feel the pain of thr u aumb U indicted an you r canmnlc. 

Daily + Divine, Implement, Radiant 

Immediate Interrupt Close burst 5 

Trigger: An enemy within 5 squares of you hits your ally 

Target: The triggering enemy 

Attack: Charisma vs + Fortitude 

Hit; 3d6 4 Charisma radiant damage. 

Miss: Half damage. 

Effect; The ally hit takes half damage from the triggering 
enemy s attack. 


Shackles of Justice Paladin Attack 9 


Consecrated iitfht at folds die enemy you smite, exacting a price 
whenever that foe crniMS harm. 

Daily ♦ Divine, Radiant. Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 2[W] 4 Charisma modifier damage. 

Effect: Whenever the targtn deals damage, it takes 2d6 
radiant damage {save ends). 


Shout of Condemnation Paladin Attack 9 


Your thunderous uwds causiijityour foes rocoutmual pdtrr 

Daily ♦ Divine, Implement, Thunder 
Standard Action Close blast 5 

Target Each creature in blast 
Attack: Strength vs. Will 

Hit: 2d 6 + Strength modifier thunder damage, and the 
target takes ongoing 5 thunder damage and is subject to 
your divine sanction (save ends both). 

Miss: Half damage, and the target is subject to your divine 
sanction until the end of your next turn. 

Level 10 Utility Prayers 


Benediction Paladin Utility 10 


A quick prawr grants vigor <mJ viremjth re a comrade in kittle 

Encounter ♦ Divine, Healing 
Immediate Reaction Close burst S 
Trigger: An ally within 5 squares of you hits with a melee 
attack 

Target: The triggering ally 

Effect: The target can either spend a healing surge or make 
two damage rolls for the attack and use either result. 


Font of Healing Paladin Utility f 0 


D hirc e be n e fi temv lieu Is y i >u < m J y m t r com pa nio n. 

Daily f Divine. Healing 

Minor Action Close burst S 

Target: You and one ally in burst 

Effect: You spend a healing surge, and each target regains 
hit points equal to your heating surge value. 


Guiding Verse Paladin Utility 1 0 


In the sacred ward* of u prayer, you find the resolve to shake off 
a deleterious condition. 

Encounter ♦ Divine 
Minor Action Personal 

Effect: You make a saving throw with a bonus equal to 1 
your Wisdom modifier 


Righteous Indignation Paladin Utility 10 


Seeing your ally homed enrages you. 

Daily ♦ Divine 

Immediate Reaction Persona! 

Trigger: An enemy hits your ally within your line of sight 

Effect The next time you attack before the end of your 
next turn, you gain a 1 power bonus to the attack 
roll and deal extra damage equal to 2 your Strength 
modifier. 


Ray of Reprisal 




























Level 13 Encounter Prayers 


Castigating Strike Paladin Attack 13 


.As you attack, ;wm chide mu r foes fin ru^kctlti^jnu and compel 
I heir lUicntwn. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack; Strength or Charisma vs. AC 
Hit: 1|W| 4 - Strength or Charisma modifier damage, and 
eat h enemy within 3 squares of you is subject to your 
divine sanction until the end of your next turn. 


Compel Obedience Paladin Attack 1 3 


You lead an enemy iiurtv from those underyour protection. 

Encounter ♦ Divine* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Will 

Hit: f[W| + Charisma modifier damage, and you shift 3 
squares. You then pull the target 5 squares to a square 
adjacent to you. 


Eye for an Eye Paladin Attack 1 3 


You raise yom huh symbol and show on imprecation to Mind a 
foe riiiii dares loassuufi vour comrade. 

Encounter ♦ Divine, Implement 

Immediate Reaction Close burst 3 

Trigger: An enemy within 5 squares of you hits your ally 

Target: The triggering enemy in burst 

Attack: Charisma vs. Wif] 

Hit: 2d8 ~ Charisma modifier damage, and the target is 
blinded until the end of your next turn. 


Fervent Strike Paladin Attack 13 


Still hunting u ith your ardent iw.you launch a nughn attack. 

Encounter ♦ Divine. Weapon 
Standard Action Melee weapon 

Target; One creature 

Attack: Strength vs, AC. If the target is marked by you, you 
gain a -2 bonus to the attack roll, am! you can score a 
critical hit on a roll of 18-20, 

Hit: 2[Wj 4 Strength modifier damage. II you have used 
ardent vow during this encounter, the attack deals extra 
damage equal to your Wisdom modifier. 


Zealous Sfnite Paladin Attack I 3 


di’imj wounded in bailie only makes voir strike the harder. 

Encounter ♦ Divine. Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit; 3|W] Strength modifier damage, and the target is 
subject to your divine sanction until the end of your next 
turn. The attack deals 1 [W| extra damage if the target 
has hit you since your last turn. 


Level 15 Daily Prayers 


Divine Vengeance Paladin Attack 1 s 


Bril liana /lares from you to dispense pain to attacking enemies. 

Daily ♦ Divine, Radiant, Stance 
Minor Action Personal 

Effect: Until the stance ends, whenever an enemy hits 
you or an ally adjacent to you with a melee attack, that 
enemy takes radiant damage equal to 5 f your Wisdom 
modifier. 


Flames of Devotion Paladin Attack 1S 


Divine fire ignites your consecrated weapon. 

Daily ♦ Divine, Fire, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 2[W 4 Strength modifier fire damage. 

Effect: Until the end of your next turn, your weapon attacks 
dual 2d6 extra fire damage. 

Sustain Minor: The effect persists. 


Knight’s Defiance Paladin Attack 1 3 


You demand rharumr foe* rmri vou in bailie, iIren strike* fierce 
h aqumsr one of them. 

Daily ♦ Divine, Weapon 
Standard Action Close hurst 5 

Primary Target: Each enemy in burst 
Effect: Before the attack, you pull each primary target to a 
square adjacent to you, and each target is subject to your 
divine sanction (save ends). Make a melee secondary 
attack. 

Secondary Target: One primary target adjacent to you 

Attack: Charisma vs. AC 

Hit: 3fWl 4 Charisma modifier damage. 


Pyre of Judgment Paladin Attack 15 


\ aw TOMSK)i: a foe to rite flame*, the blare consumes enemies 
dial stay by rrs side, 

Daily ♦ Divine, Fire, Reliable, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| 4 Strength modifier fire damage, and ongoing 
10 fire damage (save ends). Whenever the target takes 
this ongoing damage, each enemy adjacent to it takes fire 
damage equal to 5 your Wisdom modifier. 


Tower of Faith Paladin Attack 1S 


As you swing your weapon, a $nnp/ q/divine confidence buoys 
tlk spirits of allies nearby. 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC 

Hit: 31W] - Charisma modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, you and any allies 
within 5 squares of you gain a - 1 power bonus to saving 
throws. The bonus increases to +5 against charm or fear 
effects. 
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Level 16 Utility Prayers 



Devotion 


Your eitimy seeks to overwhelm your resolve, bitfynur calm 
corral ntv shields you and your comrades , 

_r ■' u' 


Daily ♦ Divine 

Immediate Interrupt Close burst 5 

Trigger: An enemy hits you or your ally within S squares of 


you 

Target: You and each ally in burst 
Effect: Each target gains a +4 power bonus to Fortitude 
and Will until the end of your next turn. 



1 our and shelters vole and vuirr allies from harm. 

Daily + Divine. Stance 
Minor Action Personal 

Effect: Until the stance ends, you and any allies within 2 
squares of you gain a +2 bonus to all defenses* 


Higher Cause Paladin Utility 16 


\\ hen your body fn hers, your Jaith rakes aver to (etyini keep tip 
theJ%JiL 

Daily ♦ Divine, Healing, Stance 
Minor Action Personal 

Requirement: You must be bloodied. 

Effect: Until the stance ends, you gain a +2 power bonus 
to saving throws. In addition, you gain regeneration S 
while bloodied. 


Reassuring Strike Paladin Attack 17 


You land a solid Maw ami arc rewarded with renewed vitality 

Encounter + Divine, Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength or Charisma vs. AC 
Hit: 3[W] : Strength or Charisma modifier damage. You 
can spend a healing surge and add your Wisdom modi¬ 
fier to the hit points regained. 


Sanctified Light Paladin Attack 1 7 


A JIash from your holy symbol sears your Joes, particularly those 
bearing your mark. 

Encounter ^ Divine, Implement, Radiant 

Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 
Attack: Charisma vs. Reflex 

Hit: 1d8 radiant damage. If the target is marked by you, 
the attack instead deals 2d8 + your Charisma modifier 
radiant damage* 


Shattering Smite Paladin Attack I 7 


A we If-placed strike punches through voiir opponents defenses. 

Encounter + Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3|W[ T Strength modifier damage, and the target loses 
all resistances until the end of your next turn. 


Liberation Paladin Utility 16 


Hearing vour call, your cm ha tiled comrade falls hack to safety. 

Encounter ♦ Divine, Healing 
Move Action Close burst S 

Target: One ally in burst 

Effect: You pull the target a number of squares equal to 
your Charisma modifier. At the end of this movement, 
the target can spend a healing surge. 


Prayer for the Valiant Paladin utility 16 


You seek aid for your beleaguered cam panions. A warm light 
shines dawn, bringing relief. 

Daily + Divine 

Minor Action Close burst 5 

Target: Each ally in burst 

Effect: Each target can make a saving throw with a power 
bonus equal to your Charisma modifier* 

Levee 17 Encounter Prayers 


Mark of Terror Paladin Attack 17 

^ . 


As you Strike, your god's presence filk the enemy with dread. 

Encounter + Divine, Fear, Weapon 
Standard Action Melee weapon 

Target: One creature marked by you 
Attack: Strength vs. AC 

Hit: 1 |W| 4 Strength modifier damage, and the target is 
stunned until the end of your next turn* 


Wrathful Smite Paladin Attack 1 7 

i. ■ • v • i -• i • sr. - • - ,• - • | *n •: • . ■ r ■ • • ...... 


W ith a burst of whirling steel, you batter dawn foes who sur¬ 
round vnu. 

Encounter ♦ Divine, Weapon 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Charisma vs. Reflex 

Hit: 2[W] t Charisma modifier damage, and the target 
takes a -2 penalty to attack rolls until the end of your 
next turn* If the target is marked by you, the attack deals 
1 jW| extra damage. 


LTYMN TO CORELLON 

Lord of the wood, lord of the stars, 

Maker of songs and teacher of arts- 
Great Corellon, as your servant I stand. 

Open my eyes to the works of your hand* 

Lord of the wood, lighten my heart; 

Maker of songs, your wisdom impart. 

Great Corel Ion, grant me a dream 
Of the twilight courts of the Seldarinel 

Lord of magic Jord of starlight, 

Lover of beauty and poet of night- 

Long lies the path through mists and through moor 

But home 1 will come to Arvandor, 
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Level 19 Daily Prayers 


Smite the Soul 


Paladin Attack 19 


f/*; 

v 


Name of Potency Paladin Attack 19 


In vi iY£0utidiNi| voice, you spmfe iin anrirm anodic name that 
«fLips your enemies in fheir tracks. 

Daily ♦ Divine, Implement, Thunder 
Standard Action Close burst 2 

Target; Each enemy in burst 
Attack; Charisma vs. Fortitude 

Hit: 3d8 i Charisma modifier thunder damage, and the 
target is immobilized (save ends). 

Miss: Half damage, and the target is slowed (save ends). 


Overwhelming Fervor Paladin Attack 19 


You name wur enemy a foe of the faith and press the attack 

relentlessly. 

# 

Daily 4 Divine* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 5[W] + Strength modifier damage, and the target is 
subject to your divine sanction until the end of your next 
turn. Whenever you attack the target until the end of the 
encounter, (lie target is subject to your divine sanction 
until the end of your next turn. 

Miss: Half damage. 


Righteous Resolve_ Paladin Attack 19 


Each FW struck bvvourfoe only het#inens tout resistance. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 4[Wj + Charisma modifier damage. 

Miss: Half damage. 

Effect: Until [he end of the encounter, whenever the target 
deals damage to you or an ally, you gain temporary hit 
points equal to S + your Wisdom modifier. 


Your w nidi (id strike drives t \eep y mcapaalfrtimi vaur foe. 

Daily 4 Divine* Weapon 
Standard Action Melee weapon 

Ta rget: O n e C rea til re 
Attack: Strength vs. AC 

Hit: 2[W[ 4 Strength modifier damage* and the target is 
stunned (save ends). 

Aftereffect: The target is dazed until the end of its next 
turn. 

Miss: Half damage, and the target is dazed until the end of 
your next turn. 


Wheel of Fate Paladin Attack T9 


You unleash a flurn of am it b against all nearby enemies, 
drawing greater strength fom their pain. 


z 

n 

v 

> 

z 


Daily 4 Divine, Healing* Weapon 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Strength vs, AC 

Hit: 3[W] + Strength modifier damage. If the attack hits 
two or more targets, you regain hit points equal to your 
healing surge value. 

Effect: Until the end of the encounter, you gain regeneration 
equal to your Wisdom modifier while bloodied. 



Level 22 Utility Prayers 


Failure Is No Option Paladin Utility 21 


Your battle cry renews the <ictmninatiofl of allies. 

Daily 4 Divine, Healing, Teleportation 
Standard Action Close burst 3 

Target: Each ally in burst 

Effect: You teleport each target a number of squares equal 
to your Charisma modifier The target must end this 
movement adjacent to an enemy. The target then regains 
bit points equal to 1 S your Charisma modifier. 


























































Paladin Utility 12 


Level 23 Encounter Prayers 


Holy Wings 


Majestic silver whitjs ram-you past obstacles. 

Encounter 4 Divine 

MinoF Action Personal 

Effect: Until the end of your next turn, you gain a fly speed 
equal to your speed and a -4 bonus to AC against op 
portunity attacks. 


Inspiring Hymn Paladin utility 22 


You recite an ancient' verse to avert ill fortune in battle. 

Encounter 4 Divine 
Immediate Interrupt Close burst 5 
Trigger: An enemy scores a critical hit against your ally 
within 5 squares of you 
Target: The triggering enemy in burst 
Effect: The target re rolls the attack and uses the second 
result. 


Return to the Living Paladin Utility 22 


Your Tcnuriry defies even death. 

Daily 4 Divine, Healing 
No Action Personal 

Trigger: You drop to 0 hit points or fewer and do not die 
Effect: You regain 1 hit point and can spend four healing 
surges. 


THE DIVINE COMPROMISES 

When the immortals had won the war against the prb 
mordfals, they fought among themselves for dominion 
over various aspects of the natural world, Zehir contested 
with Pel or over mastery of the sky, for the sun banished 
darkness. Pelor in turn fought with Khala, whose icy mists 
and snows blocked the life giving rays of the sun. Each of 
Pelor's opponents gathered allies, and Pelor had allies of 
his own. On one side stood Corel I on, Khala,, Zehir. and 
Sehanine, while on the other stood Pelor, Erathis, Mora- 
din, and Melora. The two forces argued for ages to no 
avail, leaving hurts and grudges that linger still. 

At last Avandra parlayed between the two factions. To 
settle the argument between Pelor and Zehir. she offered 
day and night. As a compromise between Khala and Pelor, 
she proposed alternating seasons of summer and winter. 
The gods, weary of their quarrels, agreed, Pelor abides 
faithfully by his agreement with Zehir, but from time to 
time Zehir seeks to shadow the sun during daytime with 
an eclipse. Khala is no more, but the Raven Queen-who 
holds sway over winter now-honors the ancient pact. 
Yet she also tests Pelor’s resolve, seeking to end summers 
early and delaying springs as long as she can. In this way, 
autumn snows and spring thaws can come early or late. 


Censuring Radiance Paladin Attack 2 3 


Your weapon stars a sijil into your far that haulm its attach 
again s i your com par i ians. 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Fortitude 

Hit: 3[W] - Strength modifier radiant damage. Until the 
end of your next turn, whenever the target makes an 
attack that doesn't include you as a target, the target is 
weakened for that attack. 


Champion’s Call Paladin Attack 23 


You funnel your dmnitm into a mighty veil dial drags your foes 
to you and leaves them reding 

Encounter 4 Divine, Implement, Thunder 
Standard Action Close burst 5 

Primary Target: Each enemy in burst 
Effect: You put! each primary target S squares and then 
make the following attack. 

Secondary Target: Each enemy adjacent to you 
Attack: Strength vs. Will 

Hit: 2dS ■+ Strength modifier thunder damage. If the 
secondary target is marked by you. it is also immobilized 
until the end of your next turn. 


Demand Respect Paladin Attack 23 


You visit divine pum.dtrnenr on a foe that attacks your friends, 
bowing it beneath your god s displeasure, 

Encounter 4 Divine, Implement, Radiant 
Immediate Interrupt Close burst 10 
Trigger: An enemy makes an attack that does not include 
you as a target 

Target: The triggering enemy in burst 
Attack: Charisma vs. Will 

Hit: 2d 10 + Charisma modifier radiant damage, and you 
knock the target prone. The target is also blinded until 
the end of your next turn. 


Resurgent Wrath Paladin Attack 2 3 


Your furious attack unleashes dmne n%hr that revitalises you 
and an ally. 

Encounter 4 Divine, Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 31W] - Charisma modifier damage. You and one ally 
adjacent to you can each choose to do one of the follow 
ing things: 

4 Spend a healing surge (and regain additional hit points 
equal to twice your Wisdom modifier if the attack deals 
at least 30 damage), 

4 Make a saving throw {with a bonus equal to your 
Wisdom modifier if the attack deals at least 30 
damage). 
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Trial of Adversity Paladin Attack 23 


\ou confer ietenttirtarron arid di-jplmt* on nw alMes, drawing 
on rJidr simnrjrh to steady nmr hand. 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Effect: Before the attack, you and each ally within 5 squares 
of you make a saving throw. You gain a +1 bonus to the 
attack roll and the damage roll tor each ally who saves 
against an effect. 

Attack: Strength or Charisma vs, AC 

Hit: 4[W[ +- Strength or Charisma modifier damage. 

1 evel 25 Daily Prayers 


Discipline the Unruly Paladin Auatk 25 


Blinding radiance evplades/mm vour weapon as you strike, 
searing foes who dare to attack vour comrades. 

Daily 4 Divine, Radiant, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 31W[ - Charisma modifier radiant damage. 

Effect: Until the end of your next turn, any enemy within 
5 squares of you that hits or misses any ally takes 4d6 
radiant damage and is blinded until the end of your next 
turn. 

Sustain Minor The effect persists. 


Harsh Verdict Paladin Attack 2S 

■ —v_■ ; _- - - ■ ' • " - . - v— - . Uja,« l : ■ —A * 1,1 ... -: - & y •- • 


Youjudge one ofyour enemies in rite name of your god, and 
none of its companions can hide from vow wraili. 

Daily ♦ Divine, Radiant, Weapon 
S ta n d a rd A cti o n Me fee we a po n 

Primary Target: One creature 
Primary Attack: Charisma vs. Will 
Hit: 3[W] + Strength modifier damage. 

Miss: Half damage. 

Effect: Make a secondary attack that Is a dose burst 1 cen¬ 
tered on the primary target. 

Secondary Target: The primary target and each enemy in 
burst 

Secondary Attack: Charisma vs. Will 
Hit: The secondary target takes ongoing 10 radiant 
damage and cannot benefit from concealment or total 
concealment i save ends both). 


Mark of Weakness Paladin Attack 25 


Your dtviriffv inspired aflat b onfrMys tourjlv. 

Daily 4- Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3|W[ + Strength modifier damage, and the target is 
weakened and subject to your divine sanction (save ends 
both). 

Miss: Half damage, and the target is weakened until the end 
of your next turn. 


Spurn the Unworthy Paladin Attack 25 


You dap dmvn a foe that keeps you from greater enemies. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

SI it: 3|W| + Strength modifier damage, and you knock the 
target prone. 

Miss: Half damage. 

Effect: You and the target swap places. Until the end of 
the encounter, your melee basic attacks deal 1 |W| extra 
damage, 

Levi t 27 Encounter Prayers 


Ardent Judgment Paladin Attack 2 7 


As you strike your foe. tfie power of your sat red vow shatters its 
resilience. 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC, If the target is marked by you. you 
gain a +2 bonus to the attack roll, and you can score a 
critical hit on a roll of 1 8-2(X 
flit: 2|W| + Strength modifier damage. If you have used 
ardent vow during this encounter, the target also gains 
vulnerable 1 0 to all damage until the end of your next 
turn. 


Astral Thunderbolt Paladin Attack 2 7 


I lie power of the dommimis nn<j> fJirautjhyoijr strike, and vtou 
raise your symbol to hurl divine thunder at a nearfn foe. 

Encounter 4 Divine, Thunder, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Charisma vs. Fortitude 
Hit: 4[W| +■ Charisma modifier thunder damage. The 
primar y target is slowed and takes a 1 penalty to attack 
rolls until ihe end of your next turn. Make a secondary 
attack that is a close burst 1 0 using your Implement, 
Secondary Target: One creature In burst 
Secondary Attack: Charisma vs. Fortitude 
Hit: 3d8 Charisma modifier thunder damage, and the 
secondary target takes a -2 penalty to attack rolls until the 
end of your next turn. 


Overwhelming Smite Paladin Attack 27 


Hu sfiimry band of the divine guides \our Heupnn, and none 
can ignore ymu 

Encounter 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target One creature 
Attack: Strength vs. AC 

Hit: 4[W[ + Strength modifier radiant damage, and each 
enemy adjacent to you is subject to your divine sanction 
until the end of your next turn. 




























Terrible Charge Paladin Attack 27 


Your fervor drives you into the fray and strikes terror into your 
enemy 

■ft 

Encounter 4 Divine, Fear, Weapon 
Standard Action Melee 1 

Effect: You charge and make the following attack in place 
of a melee basic attack. 

Target One creature 
Attack: Strength vs. AC 

Hit: 3| W] + Strength modifier damage, and the target is 
stunned until the end of your next turn. 


Wrathful Flame Paladin Attack 27 


Pure blue fnv b lazes /toiii your holy symbol to devastate foes 
a round you. 

Encounter 4 Divine, Fire, Implement 
Standard Action Close burst 5 

Target: Each enemy in burst 
Attack: Charisma vs. Reflex 

Hit: 4d8 Charisma modifier fire damage. If the target is 
marked by you, it is also dazed until the end of your next 
turn. 

Level 29 Daily Prayers 



Like an a^ent of vtmtjeatire you appear Sfcside your foe to de 
liver die killing Won: 

Daily ♦ Divine, Teleportation, Weapon 
Standard Action Melee 1 

Effect: You teleport 10 squares to a square adjacent to a 
creature marked by you. 

Target: One creature marked by you 

Attack: Strength vs, AC 

Hit: 6[Wj + Strength modifier damage. 

Miss: Half damage. 


iting Surge Paladin Attack 29 


You of your own vitality to heal tin ally and wound an 

enemy. 

■ 

Daily 4- Divine* Healing, Weapon 
Standard Action Melee weapon 

Requirement: You must have at least one healing surge 
remaining. 

Effect: You spend a healing surge but do not regain hit 
points. Choose an ally within 10 squares of you. That ally 
regains hit points equal to your healing surge value. Then 
make the following attack, 

Target: One creature 
Attack: Strength vs. AC 

Hit: The target takes damage equal to your healing surge 
value - your Strength modifier. 

Miss: Half damage. 


Name of Awe 




Paladin Attack 29 


You utter cm ancient name of such power that your enemies are 
rooted to the spot, unable to escape. 


Daily 4 Divine, Implement, Thunder 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Charisma vs. Fortitude 

Hit: SdS + Charisma modifier thunder damage, and the 
target is immobilized and weakened (save ends both). 
Miss: Half damage, and the target is slowed (save ends). 
Effect: Each target is subject to your divine sanction until 
the end of your next turn. 



In a resounding voice, von command the respect of vain 
enemies. 

Daily 4 Divine, Lightning, Thunder, Weapon 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Strength vs. Reflex 

Hit: 4]W| — Strength modifier lightning and thunder 
da mage. 

Miss; Half damage. 

Effect: You knock each target prone. 



Paladin Attack 29 


Yoiirrjod demands your enemy's blood, a ml your weapon draws 
it. 


Daily 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 4[W] + Strength modifier damage, and ongoing 10 
damage (save ends). 

Miss: Half damage, and ongoing 5 damage (save ends). 
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Champion of Corellon 

"With CorHlims grace l fear no foe in reach of my swanl*’ 


Prerequisite: Paladin, must worship Corellon 

A knight of the eladrin courts, you are pledged to the 
service of the lords ol the Fey. Along with valor and 
martial skill, you have shown exceptional patience, 
grace* and coiripassion—qualities admired it; eladrin 
and elven realms alike* You follow a personal code 
that resembles the chivalric traditions of the mortal 
world, hut you bring a fey perspective to the concepts 
ol honor, valor, and fidelity* Most knights are obli¬ 
gated to prove their bravery by declining advantages 
that reduce risk in battle* but you do not scorn the 

J 

bow, the spell, or the ruse of war when such tactics 
are effective* You have learned techniques for making 
the best use of agility and quickness even while wear¬ 
ing the heaviest armor* 

Among the eladrin. those who follow this path 
arc known as the AWavdim Seldarine—the Sword 
Knights ol the Seldarine. Most such champions are 
eladrin, elves, or half elves, for Corellon is the patron 



of these peoples. However, any noble warrior devoted 
to the lord of the Seldarine can become a champion 
ol Corellon, Those champions of Corellon w ho are 
of other races find a warm welcome in most eladrin 
and elven communities and are usually regarded as 
ruatkar ("star-friends"), honored allies* 

Champion of Corellon 
Path Features 

Restorative Action (11th level): When you 
spend an action point to take an extra action, you can 
also spend a healing surge. 

Superior Defense (I lltb level): If your Dexterity 
score is 1 3 or higher, you gain a X 1 bonus to AC while 
wearing heavy armor* If your Dexterity score is 1 5 or 
higher, the bonus is +2. 

Light-Footed Warrior (16th level): You ignore 
the speed penalty lor wearing heavy armor* In addi¬ 
tion, when you bloody an enemy or red uce it to 0 
hit points on your turn, you can shift 1 square as a 
free action* 
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Champion of Corellon Prayers 


Elegant Strike Champion of Corellon Attack 1 I 


You move and strike with a dancer s grace, confounding your 
foe. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 3[W] + Charisma modifier damage, and the target is 
slowed and cannot shift until the end of your next turn. 
Weapon: If you are wielding a light blade or a heavy 
blade* you gain a bonus to the damage roll equal to your 
Dexterity modifier. 


Graceful Step Champion of Corellon Utility I 2 


You maneuver vWr/i speed and balance that fe \f warriors ran 
march. 

Encounter + Divine 
Move Action Personal 

Effect: You shift your speed. During this movement, you 
ignore difficult terrain and gain a -5 bonus to Acrobatics 
checks and Athletics checks. 


CoreUon^S Wrath Champion of Corellon Attack 20 


Jus( us Corellon s Hade once root the eye o/Grutiiflsfi. so too 
does yout weapon seek your enemy s eyes. 

Daily + Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Reflex 

Hit: 41Wj - Charisma modifier radiant damage, and the 
target is blinded (save ends). 

Miss: Half damage. 

Effect: Your opportunity attacks deal Idl0 extra radiant 
damage until the end of the encounter 
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Demonslayer 

“Run back to the Abyss and tdl them I’m coming. Let them 
prepare rheir defenses and raise their armies, f look for¬ 
ward to obiiteratm# them all!" 

Prerequisite: Paladin 

Embodiments of chaos and cruelty, demons are an 
affront to your faith, and you seek to destroy them at 
every opportunity* You have received special bless¬ 
ings and learned battle prayers that are anathema to 
the denizens of the Abyss. Your attacks pierce their 
unholy defenses, and simply being near you causes 
them pain. You won't rest until every demon is dead. 

All but the darkest and most vile of gods regard 
demons as a blight upon the cosmos and urge their 
followers to root out demonic threats wherever they 
appear. Most well-organized faiths support orders 
devoted to confronting demons; some anoint demon- 
slayers from among the ranks of the fait hful using 
ancicnf rituals. 

Demon slayer Path Features 

Demon slayer's Presence {11th level): Any 
demon that starts its turn adjacent to you takes 
d a mage equal to yoi 11 W i s d om modi lie r. W hile ar w 
demon is adjacent to you. U can't shill* 



Bern on slay er *s Ac t ion { 11 1 h 1 eve 1): W he 11 v ou 
spend an action point to make an attack, the attack 
d e a Is ext ra d amage equal to on e - h al I your 1 e ve land 
ignores resistances. 

Suppress Resistance (16th level): When you hit 
a creature that has variable resistance with a melee 
attack, you negate the resistance until t lie end of the 
creature's next turn. 

Demonslayer Prayers 


Demonslayer’s Smite Demonslayer Attack I 1 


You Interne a prayer over your weapon, empowering it to ever 
whelm drrruinic defenses. 

Encounter + Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC. ff the target is a demon, you gain a 
+2 bonus to the attack roll. 

Hit: 3[Wj 1 Strength modifier damage, and the target loses 
its resistances until the end of your next turn. 

Special: Whenever a demon within 10 squares of you scores 
a critical hit or spends an action point, you regain the use 
of this power. 


Demonslayer’s Resistance Demonslayer Utility 12 


A^jkamm^ halo surrounds you and blunts the attacks of your 
demomefoes. 

Daily + Divine 

immediate interrupt Personal 
Trigger: An enemy hits you 

effect: You gain resist 5 against damage dealt by the trig¬ 
gering enemy until the end of the encounter. Ef the trig¬ 
gering enemy is a demon, the resistance increases to 10, 
and the enemy is subject to your divine sanction until the 
end of the encounter. 

Level 21: Resist 10, or resist 1 5 if the triggering enemy is a 
demon. 


Edict of Destruction Demonslayer Attack 20 


You recite words oj divine taw as rau attack twisting vour prpvV 
very being. 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3[W] 4 Strength modifier damage, and the target is 
affected by your edict of destruction (save ends). Until 
the edict ends, roll a d4 at the start of each of the target s 
turns to determine the edict’s effect at that time. If the 
target is a demon, roll two times and apply both results 
(if you roll the same number twice, roll again). 

1. The target and each enemy adjacent to it take 1 dl 0 -j- 
your Strength modifier damage. 

2. The target gains vulnerable 5 to a!E damage until the 
end of your next turn, 

3. The target is blinded until the end of your next turn. 

4. The target takes a -2 penalty to attack rolls until the end 
of your next turn. 

Miss: Half damage. At the start of the target's next turn, 
roll a d4 to determine the effect, as above. 






















Dragonslayer 

“My sword, my shield, anti m\ faith are all l need to con¬ 
front rJif most terrify m f ij monsters" 

Prerequisite: Paladin 

A champion must fight many monsters, and the most 
savage and ferocious of these are dragons. They sport 
a daunting arsenal of claws, fangs, stings, roars, and 
breath weapons, and they are protected by iron hard 
scales and supernatural vitality. Many also have a 
wicked, calculating intelligence. Few warriors stand 
a chance against such foes, but you have made it 
your duty to protect defenseless folk against their 
depredations. You seek out all destructive monsters - 
including other fantastic beasts such as mantlrtires, 
u yverns, and sphinxes-a rid put an end to their 
reigns of terror. 

You might be a hunter of some skill but you do 
not rely on patient stalking, trap setting, or sudden 
ambush to defeat vour sum n enemies. You meet 

mf 

monsters openly in chivalrous combat, pitting vour 
skill and courage against fiery breath and flashing 
fang. It’s a fair light. 

Dragon slaver Path Features 

Dragons)ayers Action (11th level): When you 
spend an action point to take an extra action, you 
also gain a +2 bonus to all defenses against creatures 
marked bv vou. This bonus lasts until the end of vour 
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next turn. 

Dragon slayer *s Challenge (11th level): I he 
first lime you mark a target during an encounter, you 
gain a +2 bonus to damage rolls against that target 
until that mark ends. 1 lie bonus increases to -4 at 
21st level 

True Heart (16th level): You gain a +2 bonus to 
Will against fear effects. 


Dragonslayer Prayers 


Challenging Smite Dragonslayer Attack 11 


\ on r strike demands the at ten turn of your chosen enemy; and 
(hi if enemy Ignores you at U> peril 

Encounter > Divine, Weapon 
Sta n d a rd Act io n Me lee we a p on 

Target: One creature marked by you 
Attack: Charisma vs. AC 

Hit: T[Wj - Charisma modifier damage. Until the start of 
your next turn, your divine sanction and divine challenge 
deal 1 0 extra radiant damage. 



Deflect the Blast Dragonslayer Utility 1 7 


You tail' >ht her Ivhmd your trust) protecting a nearby 

friend as well. 

Encounter ♦ Divine 
Immediate Interrupt Melee 1 
Trigger: A close or an area attack against AC or Reflex 
damages you 

Requirement: You must be using a shield. 

Effect: You lake only half damage from the triggering at¬ 
tack. I he damage is also halved against one adjacent ally 
who took damage from the triggering attack. 


Ground the Foe Dragonslayer Attack 20 


i he power of your prayer hurls vour foe la rfie ground. 

Daily ♦ Divine, Force, Implement 
Standard Action Ranged 10 

Target: One creature 
Attack: Charisma - 2 vs. Reflex 

Hit: 5d6 ! Charisma modifier force damage, and the target 
is knocked prone and immobilized (save ends). 
Aftereffect: The target Is slowed and cannot fly 
(save ends both). 

Miss: Hah damage. The target is slowed and is clumsy 
while flying (save ends both). 






























Faithful Shield 

"Behind me. friends! Huey shall npt touch you/' 

Prerequisite; Paladin 

You arc a living bulwark, protecting the defenseless. 
You arc the shelter in the storm. As a faithful shield, 
you place your companions' well-being above your 
own. 

Faithful shields are supreme examples of devout 
warriors, found in most of the world s faiths. Such 
warriors safeguard holy sites and divine servants. 
Others sc! out into the world to lend their talents to 
those who need it most, whether the folk of a frontier 
town surrounded by enemies or a band ofadventur- 
ers working to thwart a dire threat. 

Rather than focusing on dealing damage, you give 
vour companions the time they need to win through. 
You might partner with another defender, forming 
an impregnable wall, or work with a [rusted striker, 
blocking enemy attacks and creating openings for 
your ally. When your group is hard pressed, you 
might cover the retreat, slowly giving ground while 
your friends flee to safety 

Faithful Shield Path Features 

She lte r i ng II a nd. s ( 1 It h 1 eve 1); W I i e neve r you 
use your lay on hands power, the powers target gains a 
+2 power bonus to all defenses until the start of his or 
her next turn. 

Shielding Action (11th level): When you spend 
an action point to take an extra action, you and each 
ally within 5 squares of you also gain a +2 bonus to 
AC and Reflex until the start of your next turn. 

Defensive Presence (16th level): When any 
ally within 3 squares of you takes the second wind or 
the total defense action, any enemy that hits that ally 
before the end of his or her next turn lakes radiant 
damage equal to 5 + ynur Wisdom modif ier. 

Faithful Shield Prayers 


Protecting Smite Faithful Shield Attack 11 


A decisive strike against ymir enemy gives your Lillies a dian.ee 
to see to their mvn defense. 

Encounter ♦ Divine, Weapon 
Standard Action Melee weapon 

Target One creature 
Attack: Charisma vs, AC 

Hit: 2|W| - Charisma modifier damage, and each ally 
within 5 squares of you gains a +2 power bonus to all 
defenses until the start of your next turn. 



Constant Shield Faithful Shield Utility 1 2 


You channel d i vi nr nuqbl ill rang ii yo ur sfiiehi to defend) v u rse If 
and van r ditir^cs. 


Daily ♦ Divine, Stance 

Minor Action Personal 

Requirement: You must be using a shield. 

Effect: Until the stance ends, you and any allies adjacent to 
you gain a +2 power bonus to AC and Reflex. In addition, 
when you or any ally adjacent to you is pulled, pushed, or 
slid, you can reduce the forced movement by 1 square. 



Faithful Shield Attack 20 


You raise vour shield, and from if bursts sdntilJatm# astral radi 
ance dial drives back your foes. 


Daily ♦ Divine, Implement, Radiant 
Standard Action Close burst 5 

Requirement: You must be using a shield. 

Target: Each enemy in burst 
Attack: Charisma vs. Fortitude 

Hit: 3dS + Charisma modifier radiant damage, and you 
push the target 3 squares. 

Miss: Half damage, and you push the target 1 square. 
Effect: Until the end of the encounter, at the start of each 
of your turns, if you have not moved since the start of 
your last turn, you can use a free action to grant yourself 
and each ally adjacent to you a - 4 power bonus to all 
defenses until the start of your next turn. 















Gray Guard 

"Do whatever it takes ihc jab Join 7 , and warn' about 
the moral questions later” 

Prerequisite: Paladin, trained in Insight and 
Intimidate 


As you continue down this path, you might feel 
estranged from your god, a disappointment to the one 
for whom you have sacrificed so much. The blood 
staining your hands has somehow darkened vour 
soul, although your abilities are unaffected* Rut you 
do what you must. 
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As a paladin.you cleave to principles that guide you 
through life, shaping vour worldview and forming 
vour moral foundation* Ev en il you don't follow a 

a aF 

code of behavior, you follow the precepts of your god 
and work to live up to your faith's expectations. Yet 
the enemy never play s fair. Sometimes rules must be 
bent, or even broken, for the greater good. 

No one knows this better than you, a gray guard* 
You have made a career of defying expectations and 
making the tough choices that your peers avoid, 
i or you, the ends justify the means-even stealing, 
lviug, or brutal interrogation. You do what you must 
lo defeat the enemv. Your tactics don't, make vou 
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popular with others in service to your god. Many see 
you as dangerous, almost as much of a threat as your 
enemies. I et them sa\ u hat they will. You know that, 
deep down, they fear you and might even respect you. 





Gray Guard Path Features 

Gray Guard Action (11th level): When you 
spend an action point lo take an extra action, you can 
also shift 3 squares as a free action. I \ t addition, you 
gain a -1 bonus to attack rolls until the start of your 
next turn. 

Gray Guard Vigilance (11th le\el): You are 
trained in Perception and Streets ise. In addition, 
enemies marked bv vou cannot benefit from conceal 
ment or total concealment against vour attacks. 

Demoralizing Critical (16th level): When y ou 
score a critical hit. the enemy nearest to the target 
lakes a -2 penalty to attack rolls and all defenses until 
I he end of vour next turn. 

at 


Gray Guard Prayers 


Debilitating Smite Gray Guard Attack 11 


Su fMHifuf is flic injury toypur twmy flint if can barely con¬ 
tinue to fight. 

Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target* One creature 
Attack: Strength vs, AC 

Hit: 2[W] + Strength modifier damage, and the target is 
dazed and slowed until the end of your next turn. If the 
target makes an attack before then, it is dazed until the 
end of its next turn. 


Relentless justice Gray Guard Utility 12 


Yea persevere in vour attacks until van make an cnemr pay 

Encounter 4 Divine 
Free Action Personal 

Trigger: You do not hit with a paladin encounter attack 
power 

Effect: You regain the use of one paladin encounter attack 
power that you have used during this encuunter. 


Devastating Smite Cray Guard Attack 20 


Divine power charges yaur sirily. tear jti«| rhrtnjijJi vaurfoe and 
opvrcinij it hyvour aDv's attack 

Daily 4 Divine, Reliable, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs* AC 

Hit: 4[W] + Strength modifier damage. You can expend a 
use of your lay on hands power (or a power that you took 
in place of it) to cause the attack to deal extra damage 
equal to your healing surge value. Until the end of your 
next turn, the target grants combat advantage to one ally 
within 5 squares of you. 
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Hammer of Moradin 

'I strifes in the name of the Soul Forger, let my enemies 
ta ste Alomdm 5 wra r ft J" 

Prerequisite: Cleric or paladin, proficiency with 
war hammer or throwing hammer, mu si worship 
Moradin 

As a devotee of Moradin, von have dedicated vourseif 
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to the destruction of your gods traditional enemies 
and the protection of his faith. In return for your 
dedication, Moradin lends strength to your hand and 
shields you with his power. In some lands, hammers 
oi Moradin form an elite knightly order of clerics and 
p a lad i 11 s who de fend d war ven c It ad el s, O t h e rs are 
solitary agents of order who use their powers to pro¬ 
tect the weak and confront injustice wherever they 
encounter it. 

Although many hammers of Moradin are dwarves, 
an y h e r o w 1 \ o w j e I d s M orach n s divine p owe list re e 
to choose ill is path. Champions of many races turn to 
Moradin for the strength to hold hack evil and defeat 
the wicked. Human knights, eladrin swordsmiths. 
and dragonborn battle-priests are all numbered 
among the hammers of Moradin, 



Hammer of Moradin 
Path Features 

Hammer Bond (11th level): You gain a +1 bonus 
to attac k rolls with hammers. 

Powerful Action (11th level): When you spend 
an action point to make an attack, each target hit by 
the attack is knocked prone or dazed until the end of 
your next turn. You choose the effect for each target 
after the attack s other effects are resolved. 

Champion's Aura (16th level): You and any 
allies within 3 squares of yon gain a +4 bonus to all 
defenses against fear effects. 


Hammer of Moradin Prayers 


Hammer Throw Hammer of Moradin Attack 11 


You Imrlyour hummer, h bashes one foe and spirts through 
the air ta Iziipch another to the ground before re turning to your 
hand. 

Encounter 4 Divine, Weapon 
Standard Action Ranged 1 0 

Requirement: You must be wielding a hammer. 

Primary Target: One creature 
Primary Attack: Strength vs. Fortitude 
Hit: 2[Wj F Strength modifier damage, and the target is 
dazed until the end of your next turn. Make a secondary 
attack. 

Secondary Target: One creature within 3 squares of the 
primary target 

Secondary Attack: Strength vs. Fortitude 

Hit: 1 [W] + Strength modifier damage, and you knock the 

secondary target prone. 

Special: When you use this power, you can make the 
attacks as if your hammer was a heavy thrown weapon. 
The hammer returns to your hand after the attacks are 
resolved. 


Stalwart Defense Hammer of Moradin Utility 1 2 


Muradm > p ow&r shi e 1 ds y mi _ fro m die a uslauq hr ofyv ur foes. 

Daily 4 Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, you gain resist 5 to all dam¬ 
age and a f2 bonus to Fortitude, 


Qlia ke Strike Ham me r ot M o ra d i n Atta ck 1 0 


You Aim your hummer to die ground, imkiishimj tm earth 
quake that represents Momdiris tvmib. 

Dally t Divine, Thunder, Weapon, Zone 
Standard Action Close blast S 

Requirement: You must be wielding a hammer. 

Target: Each creature in blast 
Attack: Strength vs. Fortitude 

Hit: 2[W] + Strength modifier thunder damage, and you 
knock the target prone. 

Effect: The burst creates a zone of difficult terrain that lasts 
until the end of the encounter. 



















Holy Conqueror 

“No wall i< too high and no motif too wide to protect a 
villain from nn wrath. Bastions vi evil cannot stand 
before me." 

Prerequisite: Paladin, ardent vow power 



You are a di\ ine warrior in sen ice to a deity of order 

jr 

and righteousness, looking beyond the immediate 
threat of evil to its source. You set mighty goals of 
triumph, such as the overthrow of a terrible t\ rant or 
the fall of a nation of villains, to tear power from your 
deity's enemies and give it to the deserving. You have 
no interest in possessing a territory and seek to pre¬ 
serve governance bv virtuous rulers. 

You are single-minded in vour pursuit of a goal 
and go to almost am length to achieve it. and you are 
better suited to the role of a frontline soldier than a 
leader. You prefer to charge into battle, using ardent 
vow to smite your foes. You have little patience for 
negotiation and can he impulsive to a fault. 

Holy conquerors often worship Bahamut Kord.or 
Pclor, glorifying their god \\ ith each \ ictory in battle, 
A1 a n y h a ve st ro n g c oi meet ions to v| >ec i fi c 3 oc at ions 
that were seized in battle or that hold particular reli¬ 
gious significance. 


Holy Conqueror Path Features 

Holy Rebuke (11th level ): When you deal extra 
damage with your ardent row. you also push the target 
1 square. As a free action, you can shiit 1 square 
closer to the target. 

Divine Fortification {11th level): When you 
spend an action point to take an extra action, each 
eneinv adjacent to you is subject to your divine sanc¬ 
tion until the end of your next turn. 

Hold the Line (16th level): When you or any ally 
adjacent to vou Is pulled, pushed, or slid, you can use a 
free action to reduce the forced movement bv a number 
of squares equal to one-hall your Strength modifier. 


Holy Conqueror Prayers 


Charge of 

Holy Conqueror Attack 11 

the Conqueror 



As an enemy launches an attack at y on r comfaiife, you give a 
de/utpuycll and charge acres*, ilir bartk/rcld ai the foe. 

Encounter ♦ Divine, Weapon 
immediate Interrupt Melee weapon 

Trigger: An enemy makes an attack roll against your ally 
within 5 squares of you 

Effect; You charge the triggering enemy and make the fol 
lowing attack In place oF a melee basic attack. 

Target: The triggering enemy 

Attack: Strength vs. AC 

Hit: 2|W + Strength modifier damage. 

Effect: The target Is subject to your divine sanction until 
the start of your next turn. 


Sacrificial Intervention Holy Conqueror Utility 12 


You appeal to your god and leap to take the wound meant for 
an ally condemning the foe far its insolence. 

Encounter ♦ Divine, Teleportation 
Immediate Interrupt Close burst S 
Trigger: An enemy hits youi ally within 5 squares of you 
with a melee or a ranged attack 
Target: The ally hit by the triggering enemy's attack 
Effect: You and the target teleport, swapping positions. 
The triggering enemy's attack hits you instead. Until the 
end of the encounter, whenever you end your turn adja 
cent to the triggering enemy, \\ is subject to your divine 
sanction until the end of your next turn. 





Holy Conqueror Attack 20 


You cn out, urging your foes to arrack vou. T our shout encour 
ages tour a flics to seize eneniv ground. 


Daily ♦ Divine. Weapon 
Standard Action Close burst 3 

Target: Each enemy in burst 

Effect: You pull each target to a square adjacent to you, 
and each target is subject to your divine sanction until 
the end of your next turn. Each ally m the burst can shift 
a number of squares equal to your Wisdom modifier as a 
fret action but cannot end 'his movement closer to you, 
You then make the following melee attack. 

Target: Each enemy adjacent to you 

Attack: Strength vs. AC 

Hit: 3(W’ Strength modifier damage. 

Miss: Half damage. 
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Knight of the Chalice 

"Btgcme, dtrvilsf You haw no power here!" 

Prerequisite: Paladin 

Devils scheme amid the layers of the Nine Hells and 

» 

infest the worId with evil. Vou arc sworn to prote l t 
innocents from their infernal machinations. To this 
end.} on have joined an order oi like-minded warriors. 

The Knights oi the Chalice take their order's name 
from an artifact belonging to the deity slain by As mo 
deus wh en he ascended to god hood. It is rumored 
that with a single draught of water from the chalice 
of that deity, the drinker can atone for any wrong 
and completely purify his or her soul. Some say that 
drinking from the cup can turn any being, even 
Asmodeus himself, from evil to good. Whether or 
not these tales of these legendary properties are true, 
the chalice is undoubtedly a powerful artifact for 
good, and many Knights of the Chalice seek it. Some 
pursue a loftier goal still: to resurrect the chalices 
divine owner and restore him to his throne. 

As a Knight ol the Chalice, you remain vigilant 
for any signs of infernal activity. You aid all of good 
heart who stand in the path of devilish influence, and 
you answer the call of your fellow knights when the 
powers of the Nine Hells gather in lorcc. 


Knight of the Chalice 
Path Features 

Censure Devils (11th level): You gain the Chan¬ 
nel Divinity po we r ce n su re d e \ i Is. 

Saving Action (11th level): When you spend an 
action point to take an extra action, you also make a 
saving throw against each effect on you that a save 
can end. If an effect was caused by a devil, you gain a 
+2 bonus to the saving throw against that effect. 

Aura Suppression (16th level): When you hit 
any creature marked by you that has an aura, the 
aura is deactivated .The creature cannot reactivate 
the aura before the end of your next turn. 

Knight of the Chalice Prayers 


Channel Divinity: Knight of the Chalice Feature 

Censure Devils 


The power ofyour fa frh pains your diabolical enemies. 

Encounter 4 Divine, Implement 
Minor Action Close burst 5 

Target: Each devil in burst 
Attack: Charisma vs. Will 

Hit: The target is weakened until the end of your next turn. 


Ensnaring Smite Knight of the Chalice Attack 1 1 


You hind your foe with used, to imprison devils. 



Encounter 4 Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 1 [W] + Charisma modifier damage, and the target is 
restrained until the end of your next turn. If the target is 
a devil marked by you, it takes 1 [W] extra damage and 
can't teleport (save ends). 


Hcmcvtd words and malicious threats have no effect on von. hut 
hr \ rpun is h nu J n i to yenir fbos. 

Encounter 4- Divine* Radiant 
No Action Personal 

Trigger: You fail a saving throw against acharm or fear effect 
Effect: You reroll the saving throw. If you save, the enemy 
that caused the charm or fear effect takes radiant dam 
age equal to your Charisma modifier. 


P a I a d i n 


luvoktULj tin? power of your orders oath, you infuse your Hade 
with holy I it to thwart your fiuw, 

Daily 4 Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 4[W] r Charisma modifier radiant daniage, and the 
target takes a 2 penalty to attack rolls (save ends). If the 
target Ls a devil, it also takes ongoing 10 radiant damage 
(save ends). 

Miss: Half damage, and the target takes a -2 penalty to 
attack rolls until the end of your next turn. 


Blessing of 
the Chalice 


Knight of the Chalice Attack 20 




Heavenly Courage Knight of the Chalice Utility 12 


















Questing Knight 

I measure m\ worth In* fhtif which I seek” 

mT 

Prerequisite: Paladin 

You have sworn a sacred vow to pursue a great quest 
that has challenged the devotion of divine champions 
tor centuries. 

As a questing knight, von must meet your god s 
demanding standards to prove yourself’-worthy of 
success. I )e pending on the nature of your deity, you 
might have to demonstrate outstanding courage, per* 

severance, humility. inclomuabUitv, wisdom, honor. 

■«# 

fury, or piety. The object of the quest could be a lost 
relic, a hidden oracle, the words of a holy verse now 
forgotten, the destruction of an artifact inimical to 
your god* or the defeat of a legendary foe. 

Because the trail leading to your ultimate goal 
sometimes grows cold, you need not abandon your 
current concerns entirely, i ontinue with your adven- 

j & 

turcs, and strive to be the best you can be. but watch 
carefully lor signs and portents that lead you onward 
in your quest. 

Questing Kimighi Path Features 

Resolute Action (11th level): When you spend 
an action point to take an extra action, you also make 
a saving throw with a +2 bonus. 

Truth Sense (lith level): You gain a -1 bonus to 
Will against charm, fear, and illusion effects and a +2 
bonus to Insight checks. 

Knight's Resurgence (16th level): While you 

are blood led, vou can use vour second wind as a free 

■* 

action on vour turn. 


FOR THE DM: 
DEVISING A QUEST 

If a player chooses this path, you should provide a chal¬ 
lenging quest that allows the other party members to 
contribute. A good structure is three clues scattered 
through adventures during the paragon tier. 

For example, if the questing knight is seeking a lost 
crown, you might design a quest that ultimately leads to 
a crypt below a ruined castle. The first clue could be a 
signet ring belonging to a noble who served the ancient 
ruler found among treasure in an otherwise unrelated 
adventure. I he second clue might be a fresco in an aban¬ 
doned shrine, depicting the noble wearing the ring and 
relating his story to a scribe. The third clue might be the 
scribe's long lost book, which contains the name of the 
castle where the crown now lies. 

Clues can serve as excellent hooks for intermediate 
adventures. For example, after finding the signet ring, 
some research might lead the questing knight to an old 
account of a traveler who visited the ancient noble's 
palace, which just happens to lie near the locale where 
; you have set the party's next adventure. 




Questing Knight Prayers 


Strength of Tell Questing Knight Attack 11 


Vour conviction fends you rhe/orcc hi rrjvi nearby foes. 

Encounter ♦ Divine, Force, Weapon 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Charisma vs* Fortitude 

Hit: 2[W] + Charisma modifier force damage, and you 
push the target 3 squares. The target is also subject to 
your divine sanction until the start of your next turn. 
Effect After the attack, you shift to a square within the blast 


Quester’s Discipline Questing Knight Utility 1 1 


f Writ, despair, arid weakness find no jnmdiusc favour hear!. 
Daily t Divine 

No Action Personal 

Trigger: An attack that would blind, daze, dominate, stun, nr 
weaken you hits you 

Effect: The triggering attack's conditions are negated 
against you. 


Virtuous Wrath 


Questing Knight Attack 20 


Your uu/lmrhm*j dn/lnirton is a dreadful bam to your enemies, 
who recall from (he Sfrifce. 

Daily ♦ Divine, Fear. Reliable, Weapon 
Standard Action Melee weapon 

Target One creature 
Attack: Charisma vs. Will 

Hit: ]4W| + Charisma modifier damage, and you push the 
target 5 squares. The target is weakened (save ends)* 


i H \ PTER 4 Paladin 

























Scion of Sacrifice 

" Ytnir tftrm£s are meaningless to me. Nothing you sciv can 
save you from deaf]: at my hands." 

Prerequisite: Paladin, ardent vow power 

The core of your values and the code you follow 
are rooted in your willingness to give your life for 
a greater purpose. Your body and soul are strong, 
and you do not shrink from giving up some of that 
strength to help others. You strike out with divine 
fury that racks you with pain hut imbues you with 
even greater strength. You measure your worth by the 
foes von defeat. 

m 

As a scion of sacrifice, vou are zealous in the 

* v 

extreme, eager to meet the enemies of your faith 
regardless of the circumstances. When ot hers pause 
and deliberate, you act-for better or for worse. How¬ 
ever you are not suicidal, if you encounter a foe 
clearly be vend vour ability to defeat, you retreat to 
yvork toward the day when your power matches the 
enemy 's. Or you might turn aside to aid companions 
who are in danger, or withdraw to carry' the injured 
away from battle. But in most fights you are grim and 
fearless. Whether you fall in the effort to defeat a 
mighty foe or survive to face a new threat tomorrow 
lies in the hands of your god. 


Scion of Sacrifice 
Path Features 

Devastating Action <1 Uh level): When y ou 
spend an action point to make an attack, the attack 
deals extra damage equal to your Charisma modifier. 
If you are bloodied, you also add your Wisdom modi¬ 
fier to the damage. 

Unflinching Persistence (11th level): You gain 
an additional use of urdnn vow each day. 

Martyr's Strike (16th level): When an attack 
reduces you to 0 hit points or I ewer, you can use an at- 
wi 11 at t ac k powe r be fore fa 1 li ng unc on s c ious. 

Scion of Sacrifice Prayers 


Scion’s Sanction Scion of Sacrifice Attack 11 


You lash out against foes a round ye a and dare them to strike 
had?. 

Encounter ♦ Divine, Weapon 
Standard Action Close burst 1 

Effect: Before the attack, you can take damage equal to your 
level, which can’t be reduced In any way. If you do so, the 
attack deals 2]W| extra damage. 

Target: Each enemy in burst 

Attack: Charisma vs. AC 

Hit: 2[W| +• Charisma modifier damage. 

Effect: Each target is subject to your divine sanction until the 
start of your next turn. 



Scion’s Healing Scion of Sacrifice Utility 1 2 


Vou offer up part afyour Ufe force to restore your wounded ally: 

Daily ♦ Divine, Healing 

Minor Action Close burst 10 

Target: One ally in burst 

Effect: You take damage equal to your level, which can't be 
reduced in any way. The target regains hit points equal to 
his or her healing surge value. 


Punishing Flame Scion of Sacrifice Attack 20 


Divine /lames flood over you, ccmsuimn^ nearby foes in a pm 
of retribution. 

Daily 4 Divine, Fire, Implement 

Sta nd a rd A cti o n C los e bu rst 3 

Target: Each enemy in burst 

Attack; Charisma vs. Reflex 

Hit: 5d3 + Charisma modifier fire damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, when any enemy 
within S squares of you deals damage (not ongoing 
damage) to any ally, that enemy takes fire damage equal 
to your Charisma modifier. 
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Slayer of the Dead 

“.Stay in umr graves, hungry dead! Or when / Jane 
with you there will be nothing left to rebury." 

Prerequisite: Paladin 

The undead that crawl out of the earth and shamble 
from chill barrows are an tin natural blight upon the 
land* You have taken up the charge of destroying 
these horrors with the brilliant light of your faith. The 
undcad are no longer the people they once were, and 
sending them hack to their graves is the only wav to 
respect those whose corpses walk again in undeath* 

You were appointed to your holy task after under' 
going sacred rituals and learning ancient prayers that 
invest you with the power to eradicate the walking 
dead. This paragon path is well suited to followers of 
Pel on god of the sun and enemy of the creatures of 
darkness* Paladins of Iotin too are dedicated to foiling 
the plans ofVecna. who is the god of undeath as well 
as the keeper of foul secrets. I low ever, many deities 
encourage their followers to dispatch the undead as 
violations of divine law, so slayer traditions are strong 
among the devotees of many gods. 

Slayer of the Dead 
Path Features 

Incandescent Action (11th level): When you 
spend an action point to make an attack, that attack 
deals extra radiant damage equal to 5 + your Wisdom 
mt hUI ier aga i n st t he first targei h it by i i * 

Scorn the Dead (11th level): You gain resist 
necrotic equal to S + your Strength modifier The 
resistance increases to 10 - your Strength modifier at 
21st level* 

Slayer's Presence (16th level): When you bloody 
any undcad creature or reduce it to 0 hit points, each 
enemy within S squares of you takes a 2 penalty to 
attack rolls until the end of your next turn, this is a 
fear effect* 


Slayer oe the Dead Prayers 


Light of the Living Slayer of the Dead Attack 11! 


Your slriki' /lares with froh romance, which sears nearby 
undeod* 

Encounter ♦ Divine, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs* AC 

Hit: 3[W| Strength modifier radiant damage. Each 
undead creature within 5 squares of you takes radiant 
damage equal to your Strength modifier and is subject to 
your divine sanction until the end of your next turn* 



Life and Death Slayer of the Dead Utility 12 

Entwined 


Tin* midtW horror xmEvs anmi, but your divine patron foils its 
loathsome touch and turns its agression against if. 

Daily + Divine, Radiant 
Immediate interrupt Personal 
Trigger: An undead enemy hits you 
Target: The triggering enemy 

Effect: You take no damage from the target's attack. Your 
next attack against the target deals extra radiant damage 
equal to one half the damage you would have taken from 
the target's attack* 


Bury the Dead Slayer of the Dead Attack 20 


The light of life ifhurn> around you as you command the restless 
dead to return ro their graves. 

Daily 4 Divine, implement. Radiant 
Standard Action Close burst 2 

Target: Each creature in burst 
Attack: Strength vs. Reflex 

Hit: 4dS - Strength modifier radiant damage. If the target 
is undead, it is also restrained (save ends). 

Miss: Half damage. 



NEW PARAGON PATHS 




















CHAPTER 5 


One of the most distinctive features oi any 
Dungeons & Dragons campaign world is its pan¬ 
theon, the collection of deities available for player 
characters, villains, and monsters to follow or oppose. 
Just as there arc many deities in the D&D pantheon, 
so too are there many ways for characters to gain the 
gods' blessings, study their teachings, nr demonstrate 
devotion to them. One dwarf paladin devoted to Pelor 
might select powers and feats that won Id be useful 
to any paladin, while another might choose radiant 
powers and Feats related to them, reflecting Pelor s 
ascendancy as god ni the sun. Both are capable char¬ 
acters, and each is a unique take on what a dwarf 
paladin of Pelor might look like. 

With the options available to you in this chapter, 
vou can customize vour divine heroes to vour own 

J it j 

satisfaction. These options include the following 
material. 

4 Divine Domains: Deities often have several 
spheres ol influence, represented by divine 
domains. You have access to feats, including divin 

itv feats, associated with vour deity s domains. This 

# / ■/ 

chapter presents over thirty divine domains and 
their related feats, 

♦ Your Deity and You: How does vour characters 
deity inform the way he or she thinks and acts? 

a* m 

This sec t i on pr o v id es s ome rol e p 1 ay ing a dvice. 

♦ Divine Backgrounds: This section provides sev¬ 
eral brief c haracter backgrounds you can use or 
adapt to your own divine character, 

♦ New Feats: Mam new feats arc presented here, 
providing you with new options lor customizing 
vour divine character. These include divinity feats 

^ u> 

related to evil deities t as well as feats specific to the 
avenger, cleric, invoker, and paladin classes. 

4- Epic Destinies: Ten epic destinies appear in this 
chapter, including the Chosen, the Saint, and 
Avatar, a destiny that involves you becoming an 
embodiment of vour deity. 

■ mf 

4 New Rituals: The chapter concludes with several 
new rituals oriented toward divine characters. 














































DIVINE DOMAINS 


Each deity holds sway over certain aspects of exis¬ 
tence. For example, Erathis is the god of cities and 
nations. She often represents law, order, authority, 
and invention. Aspects of existence such as these are 
summed up in domains, spheres of divine influence. 
Each deity is associated with two or three divine 

■f 

domains. 

More than thirty divine domains are presented 
in this chapter, and the domains of the deities from 
the Players Handbook and the Dampen Master's Guide 
are noted, Erathis, for example, is associated with the 
civilization, creation, and justice domains. 

Using Domains 

Your divine character gains access to the domains of 
his or her deity, which means you gain access to those 
domains'feats. Each divine domain has a divinity 

J 

feat and a domain feat associated with it. These feats 
follow the normal rules for feat selection. 

If your character worships multiple deities with 
a common theme (such as the three gods of"destiny, 

A vand r a. Ion in and the Raven Queen), you gain 
access to all their domains. 

Divinity Feats 

Characters who have the Channel Divinity class tea- 
ture can gain additional Channel Divinity powers by 
taking divinity feats. As long as you have a particular 
divinity feat, you can use its power. 

Domain Feats 

Domain feats provide benefits when you use divine 
at-will attack powers associated with them. Each 
domain feat notes its associated powers. 

If von have more than one domain feat associated 
with the same power, that power can benefit from 
onlv one domain feat at a time. You decide which 

V 

domain teat applies each time you use the power. For 
example, if vour cleric of Kurd has the domain feats 
Power of Strength and Power of War and uses priests 
skidd, you choose which feat’s benefit to apply. 


Deities and Domains 


i hese tables show which domains are associated with 
each deitv, 

■r 

GOOD, LAWFUL GOOD, AND UNALIGNED 


Deity 

Domains 

Avandra 

Change, freedom, luck 

Bahamut 

Hope, justice, protection 

Corel Ion 

Arcana, skill, wilderness 

Erathis 

Civilization, creation, justice 

loun 

Fate* knowledge* skill 

Kord 

Storm, strength, war 

Metora 

Life, sea, wilderness 

Moradin 

Creation, earth, protection 

Peior 

Hope, life, sun 

The Raven Queen 

Death, fate, winter 

Sehanine 

Love, moon, trickery 

EVIL AND CHAOTIC EVIL 

Deity 

Domains 

Asm ode us 

Civilization, tyranny 

Bane 

Skill, war 

Gruumsh 

Destruction, strength 

Lolth 

Darkness, trickery 

Tharizdun 

Destruction, madness 

Tiamat 

Strife, vengeance 

Torog 

Earth, torment 

Vecna 

Knowledge, undeath 

Zehir 

Darkness, poison 


Domain Descriptions 

Each divine domain includes two feats associated 
with it: a domain feat and a divinity feat. The domain 

j 

feats note w hich books their associated powers come 
from: the Players Handbook (PH). Players Hand be ok 2 
(PH2), or Divine Power (DP). 

Arcana 

The area n a domain rests securely within Corel Ion's 

me 

sphere of influence. O ther deities have interests in the 
arcane realm: loun wants to spread arcane knowledge 
as far as possible. Schaninc delights in arcane powers’ 
potent illusions, and Vecna prefers that the secrets of 
arcana be granted only to a worthy few. 


CHANGING DOMAIN CHOICES 

With your DMs permission, you can assign different 
domains to your character's deity. For example, in a cam¬ 
paign rife with giants, your dwarf paladin might choose to 
worship an aspect of Moradin that represents the ancient 
dwarven struggle for freedom horn the giants. This ver¬ 
sion of Moradin has the freedom and war domains, 
instead of the creation and earth domains. 





4 5 


CHAPTER 


Divine O p t i o n s 


FOR THE DM: 

YOUR OWN PANTHEON 

If you decide to assign divine domains to a pantheon 
you created, assign two or three appropriate domains to 
each deity. The domains’ descriptions should help you 
choose which domains to assign to each deity. It's all right 
to assign the same domain to more than one deity. For 
instance, you might have a good deity of the war domain 
as well as an evil deity of that domain. 















In contrast. Corellon glories In all aspects of 
arcane power and appreciates the use of it as the 
highest art, Anv who create new arcane works or 
share lost secrets of the art can receive the Master ol 
Magic's blessing, but those who have no dealings with 
the arcane mav discover that Corellon has little inter- 
est in them. 

As an un aligned deity, Corellon cares more for the 
elegance and potency of arcane magic than for the 
morality of its masters, but other gods might have dif¬ 
ferent agendas. An evil deity of arcana might demand 
that it be used to exert dominance, while a good deity 
of arcana might command that it be used to seek truth. 

Power of Arcana [Domain] 

Prerequisite: Any divine class, must worship a 
deitv of the arcana domain 

Benefit: You gain a -2 feat bonus to Arcana 
checks. 

When you use a power associated with this feat, 
that power is arcane as well as divine. After using the 
power, you gain a +1 bonus to attack rolls with arcane 
powers until the end of your next turn. 

Powers: divine bells (invoker PH2), fa nee of faith 
(cleric PH), radiant vengeance (avenger PI72), virtuous 
Strife# (paladin DP) 

Arcana Ward [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the arcana domain 

Benefit: You gain the Channel Divinity power 
arcana ward. 


Channel Divinity: Arcana Ward Feat Power 


\ on v g 5 co mp re hension of a rca n e mysteries exte rich to shield - 
try you from elemental farces. 

Encounter + Divine 
Immediate Interrupt Personal 

Trigger: You are hit by an attack that deals acid. cold, fire, 
lightning, or thunder damage to you 
Effect: Until the end of your next turn, you gain resist 5 to 
a damage type of your choice: acid, cold. fire, lightning, or 
thunder. 

Level Tf: Resist 10. 

Level 21: Resist 1 5. 

Change 

\vandra enjoys the winds of change and exhorts 
her faithful to follow where they blow. For Avandra. 
change represents ever-renewing opportunities. Each 
moment is a chance to alter the course, either per¬ 
sonally or on a grander scale, and to take things in a 
better direction than in the past. 

An un aligned deitv might champion change in the 
- >rm of evolution or the passage of time. Alternatively, 
a god might be seeking a particular change in the 
\orld or the cosmos. If that god is good or unaligned, 
■he desired change—even if it is simply change for 


change's sake—falls short of tearing the structure 
apart, but an evil deity might elevate change precisely 
because of how it can destabilize people and societies. 

Power of Change [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the change domain 

Benefit: You gain a +2 feat bonus to fliievery 
checks. 

When you use a power associated w ith this feat, 
you gain a +1 bonus to attack rolls w iih the next 
encounter or daily attack power you use before the 
end of your next turn. 

Powers: bolstcrm# strike (paladin PH), divine bolts 
(invoker PH2), overwhelming strike (avenger PH2), 
reco iv ry srrifee (cleric DP) 

Cycle of Change [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the change domain 

Benefit: You gain the Channel Divinity power 
cycle of change. 


Channel Divinity: Cycle of Change Feat Power 


With mar god's help, you move rite harden to where a can he 
bante with ease, 

f V.wi. I r|* 

Encounter ♦ Divine 

Minor Action Melee 1 

Target: One ally 

Effect: You transfer an effect that a save can end from the 
target to yourself or vice versa. 


Civilization 

Both E rath is and Asmodeus prize civilization as the 
most important force for greatness, but they seize 
upon the concept in different ways, 

E rat his sees civilization as the means of bringing 
order and illumination to a dark and chaotic cosmos. 
For her, any culture of laws advances society better 
than the wild aspirations of individuals. Large and 
stable communities give people the chance to create 
the inventions that further propel the ascendancy of 
civilization as a whole. 

Asmodeus understands civilization as a means 
of gaining power. Confused rabble roaming the wil¬ 
derness make for easy conquests, but conquering 
them means bringing them under control. 1 he laws, 
technologies, and structures of civil society provide 
the tools to pinion the weak beneath the boots of the 
mighty. 

A good god of civilization might view it as the best 
way for people to help one another. The laws and 
shared responsibilities of societies give people the 
opportunities to show iheir belter selves. In a world 
where cities are separated by vast areas of peri I, 
expanding the reach of civilization can be a heroic 
task indeed. 
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Power of Civilization [DomainI 

Prerequisite: Am divine class, must worship a 
deity of the civilization domain 

Benefit: You gain a +2 feat bonus to Diplomacy 
checks. 

When you use a power associated with this feat, 
you gain a +1 bonus to the damage roll for each 
enemy adjacent to you. 

Powers: leading strike (avenger DP), mantle of the 
infidel (invoker DP), priests shield (clerk PH). valium 
strike (paladin PH) 

Anthem or Civilization [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity oi the civilization domain 

Benefit; You gain the Channel Divinity power 
am Item gfrivilizatian. 


Channel Divinity; 

Feat Power 

Anthem of Civilization 



You inspire your allies to work in concert ta turn \lie ride of 
battle, 

Encounter 4 Divine 

Minor Action Personal 

Effect: Until the end of your next turn, you or an ally of your 
choice within 3 squares of you gains an additional -2 
bonus to attack rolls against any enemy he or she flanks. 

Great ion 

E rat his and Moradili both claim the domain of cre¬ 
ation, and their followers share an appi relation for 
works of era It. Yet each god places different emphasis 
on what they inspire their worshipers to create. 

E rath is values creations that advance civiliza¬ 
tion. ! aster ships to speed trade, great roads carved 
through mountains, new cities where no person had 
thought they might live-these bring hrathis joy. Ev en 
an invention as small as a new kind of hinge receives 
E rat Ins's sanction. 

Moradin encourages others to bring works into 
being that will see generations of use. f Ic was inti¬ 
mately involved in hammering the raw creation of 
the primordials into a durable and refined world that 
mortals could thrive 1 in. Now that the work of original 
creation is done, his followers focus on the lasting 
works of hammer and forge, chisel and stone. 

Other gods of creation likely make their own 
marks on the domain. A deity of creation and magic 
might focus on the invention of new spells or magic 
items. A god of creation and war might value inven¬ 
tions only for their destructive potential. 


When you use a power associated with this feat 
and hit one or more enemies with it. vou or an ally of 
your choice within 5 squares of you gains a +1 power 
bonus to AC until the end ol vour next turn. 

Powers: bolstering strike i pa Ltd in PH), grasping 
shards (invoker PH2) f radiant vengeance (avenger PH2) t 
righteous brand (cleric PH) 

Creation Secret [Divinity] 

Prerequisite: Channel Div inity class feature, 
must worship a deity of the creation domain 

Benef it: You gain the f lumnel Divinity power cre¬ 
ation sa ret. 


Channel Divinity: Creation Secret foot Power 


Your jtract*r lias a chan-v m cunidiruj the magic conU\mt\l 
within an item. 

Encounter 4 Divine 

Free Action Personal 

Trigger: You use a magic item s daily power 

Effect: Roll a d20. If you roll 1 0 or higher, the use of the 

daily power is not expended. 

Darkness 

Drov\ and darkness go toget he r 11 ke spiders and wc 1 is. 
a fact often reinforced by priestesses of the dark elves’ 
patron. Lcilth commands her followers to use dark¬ 
ness as cover for their deceptions and attacks. No 
biting blade or cutting remark can be better delivered 
than from the shadows, 

Zehir sees darkness in a broader scope, f fe 
delights in the darkness of ignorance and fear as well 
as the death of the light. Zeh Iris worshipers know 
they can stave off their patron's wrath by killing in 
darkness and by driving others to turn tow ard evil. 

Darkness need not be the exclusive domain of evil 
gods. An unaligned or good deity of stealth could 
favor it. and so might a god of rest and rejuvenation. 

Power oe Darkness (Domain] 

Prerequisite: Any divine class, must worship a 
deity of the darkness domain 

if f 

Benefit: You gain a +2 feat bonus to Stealth 
checks. 

When you use a power associated with this feat 
and hit an enemy w ith it, you gain concealment 
against the next attack made against you before the 
end of your next turn. 

Powers: ardent strike (paladin DP), overwhelming 
strike (avenger PH2). priest’s shield (cleric PH), visions of 
Mend (invoker DP) 


Power of Creation [Domain] 

Prerequisite: Any divine class, must worship a 

deitv of the creation domain 
# 

Benefit: You gain a +2 teat bonus to Religion 
checks. 


Darkness Consumes [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the darkness domain 
Benefit: You gain the Channel Divinitv power 
ii1 1 rkri e ss consumes. 









Channel Divinity: Feat Power 

Darkness Consumes 


You muse darkness to Mnri t u.ywui you ,indy our all^yer a 
moment 

Encounter ♦ Divine 

Minor Action Close burst 1 

Target: You and each ally in burst 

Effect: Each target gains concealment until the end of your 

next turn. 

Death 

I he Raven Queen holds dominion over death. It 
represents her ultimate role in the cosmos, and she 
stands as its dispassionate symbol 

If the) are true to her intent, the Raven Queens 
followers advance death as the proper progression of 
du soul toward its ultimate destination. Death should 
he neither thrilling nor frightful it comes as night 
to dav and as natural!v as winter bites at the heels 
of autumn* Those who break with that late through 
undeath or other extraordinary means must be fore- 
Iblv brought to their ends. 

Ollier deities with death among their domains 
like!) * iew it differently. An evil death god might he 
a tyrant v\ ho delights in the sorrow that death sows, 
whereas a good death god might he a compassionate 
guide to the next world, a stem judge of the dead, a 
guardian of the eternal gates, or a protector of tombs. 

Power of Death IDomain] 

Prerequisite: Any divine class, must worship a 
dcilv of the death domain 

m 

Benefit: You gain a +2 feat bonus to Religion 
checks, 

W hen you use a power associated with this feat 
and fnt a bloodied enemy with it, you gain a o-l bonus 
to the damage roll The bonus increases to Y3 at 11th 
level and +4 at 21st level 

Powers: enfeebling strike (paladin PH), tmiianr 
cn^ecmre (avenger PH2), rigluenus brand (cleric PH), 
visions of blood (invoker DP) 

Death Knell [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the death domain 

Benefit: You gain the Channel Divinity power 
death knell 


Channel Divinity; Death Knell Fear Power 


i hsifli omies m all, amJyaurgad counts on you to the 
moment. 

Encounter ♦ Divine 

Minor Acti o n Me fee touch 

Target: One bloodied creature 

Effect: if the target s current hit points equal 5 ■ one-half 
your (eve! or fewer, it drops to 0 hit points. Otherwise, 
you can use one of your other Channel Divinity powers 
during this encounter. 


Destruction 

(iruumsh and Tharizdun share the destruction 
doniain t but their outlooks have little in common. 

Gruinnsh exhorts followers to senseless carnage, 
burning, and the defilement of lands, llis raging 
hordes scour the world, bringing cities down and 
dragging nations to their knees, Destruction is an end 
in itself, and the more violent the end, the better, 

I hartokm desires destruction on a grander scale. 

I le is the god of cataclysms. No mere wildfire or 
volcanic eruption satiates his demands on his follow¬ 
ers. flic mad god seeks the world s end by whatever 
means possible. His crazed followers arc often truly 
mad* 

Other gods of destruction might he associated 
with natural disasters: storms* earthquakes* and the 
like. An un aligned god of destruction could be an 
uncaring agent of doom or a herald of the worlds 
end, duty-bound to begin a cycle of cosmic rebirth by 
unleashing devastation upon the world, A good god 
o I dest n r c t ion m ig ht e x 1st in a ve i y d a rk wo rid, whe re 
most of what exists is corrupt and must be wiped 
clean. 

Power oe Destruction [Domain] 

Prerequisite: Any divine class* must worship a 
dcitv of the destruction domain 

Benefit: You gain a +2 feat bonus to Intimidate 
checks. 

Y\ hen you use a power associated with this feat 
and hit an unbloodied enemy with it, you gain a +2 
bonus to the damage roil The bonus increases to +-3 
at 11th level and +4 at 21st level. 

Powers: ardent strike i paladin DP), bend of censure 
(avenger DP), grasping shards (invoker PH2). righteous 
brand (cleric PH) 

Path oe Destruction [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the destruction domain 

Benefit: You gain the Channel Divinity power 
path of destruction. 


Channel Divinity: 

Feat Power 

Path of Destruction 



\ snarled prayer is enough to invoke the power of the Breaker* 
a be A1 angler* the Destroyer you r < jed. 

Encounter ♦ Divine 

Free Action Personal 

Trigger: You roll damage for a melee attack 

Effect: You reroll the damage and use either result. 

Earth 

Murad in and Torog oppose one another lor man y 
reasons, including their competing claims on the 
domain of earth. Moradiu sees earth as the founda¬ 
tion of creation and a source of Stability, wealth. 
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and strength. He honors stone as the bones of the 
world and loves mountains as the domains greatest 
symbols* 

Torog has acquired power over earth during his 
imprisonment in the Underdark, hirst he drew the 
power of earth into the Underdark to provide islands 
of permanence in that ever-changing realm. Now he 
continues to scrape at the world above, clawing earth 
down into the unf inished creation of the Underdark 
where it can be used as a durable prison, a weapon of 
confinement. 

Other earth gods are often some of t he oldest dei¬ 
ties and are frequently associated with the formation 
of the world. Thcv are the carvers of mountains, the 
binders of stone, and the makers oflaw who fixed 
the work of the primor dials in its place* An earth 
god might personify the earth itself as the soul of the 
world's physical shell. Many earth gods are associated 
with strength, stability, and time. Others have aspects 
ol agriculture or mineral wealth. Evil earth gods are 
often jealous, destructive beings who demand plaea- 
tion and resent the exploration of the Underdark. 

Power of Earth [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the earth domain 

Benefit: You gain a -2 feat bonus to Athletics 
checks. 

When you use a power associated w ith this feat 
and hit an enemy with it, that enemy is slowed until 
the start of vour next turn. 

Powers: hobtemt# strike (paladin PH), overwhelm- 
try strike (avenger PH2), recovery strike (cleric DP), 
vistmts ofbbod (invoker DP) 

Earth Hold [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the earth domain 

Benefit: You gain the Channel Divinity power 
earth held. 


Channel Divinity: Earth Hold Feat Power 


For a fe\y mtirnetifs, y^u t yre ypur5el/up to your tfod's held. 
Those iiroumf you sense the divine presence as fearsome.gravity. 

Encounter ♦ Divine 
Minor Action Close burst 2 

Target: You and each enemy in burst 
Effect: Until the end of your next turn, you are immobi¬ 
lized, and the other targets are slowed. 


Fate 


To many mortals, fate is inescapable. Their destinies 
are written before they're born, and throughout 
their lives, events conspire to lead them along their 
appointed j^atli, A few mortals-particularly great 
heroes—sometimes overpower fate, but very few defy 
it indefinitely. Sooner or later all but the most extraor- 

mf 

dinarv are caught tip in fate's web* 



D i v i n c O p 11 a n s 


The Raven Queen takes late as her domain, acting 
as the guardian of destiny. In keeping with her cold 
nature, her vision of fate is grim, and she frequently 
resents great heroes for flouting their destinies. The 
irony of her situation is tlicit she achieved mastery of 
late by overcoming a mortal s destiny* so extraordi- 
nary heroes vvho survive Iong enough eventually find 
that fate begins to tip in their favor. 

loun has late as a domain for its aspect of prog¬ 
nostication. loan's followers seek to know and record 
the paths of events—in the past, the present, and the 
future. I ler devotees hope to understand their own 
fates and to help those who do not comprehend their 
destinies to perceive what it is they are meant to do, 
for good or ill. 

Power of Fate [Domain] 

Prerequisite: Any divine class, must worship a 
deity of flic late domain 

Benefit: You gain a -h 2 feat bonus to Insight 
checks. 

When you use a power associated with this feat 
against a bloodied enemy* you gain a +1 lion us to the 
attack roll. 

Powers: astral seal (cleric DP), averting light 
(invoker PH2), band of retribution (avenger PH2), holy 
strike (paladin PH) 

Fate Rolls On [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the fate domain 

Benefit: You gain the Channel Divinity power fate 
rails on. 


Channel Divinity: Fate Rolls On Feat Power 


In ywur god's presence* vviiaf w as mere luck became* destiny. 

Encounter 4- Divine 
Immediate Reaction Ranged 5 

Trigger: A creature within 5 squares of you makes a saving 
throw 

Target: The triggering creature 

Effect: If the target failed the saving throw, it takes a -2 
penalty to its next saving throw before the end of the 
encounter. If the target saved, it gains a +2 bonus to its 
next saving throw before the end of the encounter. 

Freedom 

Sehanine advocates that people follow their hearts 
without constraint, but Avandra stands as the symbol 
of true freedom. She commands the domain not 
to protect the selfish feelings of individuals but to 
defend the sovereign right of all people to take control 
of their destinies. 

Avandra hopes that others use their freedom to 
do the right thing, and she stands against tyranny of 
any kind, 1 ler followers keep alive flames ol hope in 
oppressive societies, serving as the seeds of rebellion 
or peaceful reform. 




















It would be unusual tor an evil deity to champion 
freedom, but the domain has dangerous aspects: 
anarchy, violence, and debauchery. An evil or 
unaligned go d who pr nm o i e s pe rs on a 1 freed om a b ove 
all other idea is could have the domain. 

Power of Freedom [Domain] 

Prerequisite: Am divine class, must worship a 
deity of the freedom domain 

Benefit: You gain a +2 teat bonus to Acrobatics 
checks. 

When you use a power associated with this feat 
and hit one or more enemies with it. you or an ally 
within 5 squares of you gains a +2 bonus to his or her 
next saving throw before the start of your next turn. 

Powers: holy strike (paladin PH), leading strike 
(avenger DP), righteous brand (cleric PH), vangumds 
lightning (invoker PH2) 

Path oe Freedom [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the freedom domain 

Benefit: You gain the Channel Divinity power 
path of freedom. 


Channel Divinity: Path of Freedom Feat Power 


HiroNghycmr pram: you renmid your friends that they are 
always truly five. 

Encounter + Divine 

Minor Action Close burst 5 

Target: Each ally in burst 

Effect: Each target can choose to make an escape attempt 
against a grab as a free action or to make a saving throw 
against an immobilizing, restraining, or slowing effect 
that a save can end, 

Hope 

The hope domain doesn't exist for those who merely 
wish lor something to come to pass; it stands for those 
who express an optimistic faith in the future. As such. 
Rahamut and Pelor share reign over the domain. 

Pelor shines the light of hope into all hearts that 
accept his benevolent message. His followers express 
hope not just for a kinder future but for good harvests 
from their just labors. Pelor s hope is the faith that the 
sun will rise, that winter will end, and that compas¬ 
sion will flourish. 

Rahamut claims hope among his domains in a 
d 1 ffe r e n t fo r in .The PI at i n u m D r ago n s tol 1 owe r s re ly 
on the ideals of justice and honor as shields against 
the darkness that can claim souls. Their hope is that 
righteous action can prevent a drastic fall. Rahamut 
places faith not in the external world, but in the spirit 
of the individual. 

Power oe Hope [Domain] 

Prerequisite: Any divine class, must worship a 
d c i ty of t he h ope d om a i n 


Benefit: You gain a Y2 feat bonus to Diplomacy 
cheeks. 

When you use a power associated with this feat 
and hit one or more enemies with it, one ally within 
i squares of you gains a -f 1 power bonus to the next 
attack roll he or she makes before the start of your 
next turn. 

Powers: a vending light (invoker PH2). leading strike 
(avenger DP), righteous brand (cleric PH), valiant strike 
(paladin PH) 

Hope Remains [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the hope domain 

Benefit: You gain the Channel Divinity power 
hope remains. 


Channel Divinity: Hope Remai ns Feat Power 


Hiesc who rise again fight with renewed vigor. 

Encounter ♦ Divine 
Free Action Close burst 10 

Trigger: You or an ally within 10 squares of you regains 
consciousness after being reduced to 0 hit points or fewer 
Target: The triggering character in burst 
Effect: The target gains a +2 power bonus to attack rolls, 
saving throws, and all defenses until the end of its next 
turn. 


Justice 

Justice lives differently in the mind of each person, 
and laws change with each ruler, but ideals of integ¬ 
rity and fairness exist in most societies—even among 
those who see such ideals as weaknesses. Two gods 
take up the banner of justice, placing it among their 
highest virtues. 

Rahamut sees justice as the tool oI good intentions. 
Laws and honor exist to protect those who cannot 
protect themselves and to prevent those who wield 
power from taking the path oi evil. 

E rat his views justice as the driving force behind 
civilization. Without law-without the shared under¬ 
standing of what should and should not be—society 
dissolves into chaos. 

Other gods of justice would place their own per¬ 
spectives on the concept, A deity of justice and death 
might be concerned only with providing the proper 
rewards and punishments to souls. An evil deity of 
justice might be an unforgiving judge who cleaves 
to the letter of the law, relishing in the technicalities 
that entrap decent souls. 


Power of Justice [Domain] 


Prerequisite: Any divine class, must worship a 
deity of the justice domain 

Benefit: You gain a +2 feat bonus to Insight 


checks. 

When you use a power associated with this feat 
and hit an enemy with it. each bloodied ally within 
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10 squares of you gains a +1 power bonus to attack 
rolls until tliij start of your next turn. 

Powers: tend of censure (avenger DP), mamir of the 
infidd (invoker DP), righteous brand {cleric PH), virtu¬ 
ous strike (paladin DP) 

Immediate Justice [Divinity] 

Prerequisite: Channel 1 >lvinity class feature, 
must worship a deity ol the justice domain 

Benef it: You gain the Channel Divinity power 
immediate justice. 


Channel Divinity: 

Feat Power 

Immediate Justice 



You enforce balance with a flare of divine energy dmt lances 
your enemy. 

Encounter ♦ Divine. Radiant 
Immediate Reaction Ranged 10 

Trigger: An enemy reduces your ally to 0 hit points or fewer 
or damages your unconscious ally 
Target: The triggering enemy 

Effect: The target takes radiant damage equal to S < one- 
half your level. 

Knowledge 

loon and Yecna take opposing perspectives oil knowl¬ 
edge. loun believes that knowledge of any kind is lor 
the benefit ol all. Yecna encourages his followers to 
hide learning so that only their actions and his plans 
can profit b) them. lours sees knowledge as a light 
that can illuminate the world. Yecna sees it as the 
secrets that can keep people bound in the darkness of 
ignorance. 

Another god of knowledge might emphasize par¬ 
ticular types of knowledge that god values. A deity 
of arcana and knowledge likely drives followers to 
discover the secrets of magic and the cosmos, \ deity 
of knowledge and trickery emphasizes the power of 
using truth to make others believe lies. 

If you serve a god ol knowledge, vou are natu¬ 
rally interested in discovering and preserving lore, 
especially the ancient or the esoteric. Vou might 
fill journals with descriptions of your travels and 
sketehes c>f things yoii Ye seen. 

Power of Knowledge [Domain! 

Prerequisite: Arty divine class, must worship a 
deity of the knowledge domain 

Benefit: You gain a -2 feat bonus to History 
checks. 

When you use a power associated with this feat 
and hit an enemy with it, vou gain a +1 [lower bonus 

to alt defenses until the start ofvour nexi turn. 

* 

Powers: astraiseai (deni Df ‘Tgrasping shards 
(invoker PH2), leading strike (avenger DP), virtuous 
strike (paladin DP) 


Sure Knowledge [Divinity! 

Prerequisite: Channel Divinity c lass feature, 
must worship a deity ol the knowledge domain 
Benefit: You gain the Channel Divinity power 
sure knowledge. 


Channel Divinity: Sure Knowledge Feat Power 


Some portion of yourgotfs wisdom flows through ymi or your 
dflv 

w* 

Encounter ♦ Divine 

Free Action Ranged S 

Trigger You or an ally within 5 squares of you makes a 

knowledge check and doesn’t like the result 
Target: The triggering character 

Effect: The target makes the knowledge check again and 

uses the new result. 

Life 

All but a few deities have an interest in life as a 
domain, but only two place it among their primary 
concerns. 

i\ 1 e lora stand s a s t be world s ad v< \ c a te. I l it 
originates in the world, and it breathes and draws 
sustenance, she champions its right to exist. Yet 
Melora does not value one ol the world s living 
things over another. \I1 have the right to play out the 
natural processes of struggle and sun ival. Melora 
does not control the world's primal spirits, but she 
recognizes their importance and has allied with 
the elder spirits many times. Primal peoples w ho 
would never consider worshiping another deity some 
times acknowledge Melora as a respected ally of the 
primal spirits. 

Pelor brings locus to the cause of life in two differ 
ent ways. He watches over the life of the fields and 
Farms, and the harvests and herds. As his priests are 
wont to say . good food is sustenance for the soul. 1 le 
cares also for the lives of good people and blesses 
those who show mercy and alleviate suf fering. 

( Mhcr deities ol the life domain likely color their 

* 

interpretation ol the domain with their other con¬ 
cerns. T here might even be a chaotic evil deity of 
destruction and ilie- wilderness who promotes the hie 
of ravenous beasts. 

Power of Life [Domain! 

Prerequisite: Any divine class, must worship a 

deity of the life domain 

Benefit: You gain a -2 feat bonus to 1 leal checks. 

When you use a power associated with this feat 
and hit one or more enemies with it, one ally within 
10 squares of you gains 3 temporary hit points, j he 
temporary hit points increase to ^ at I 1th level and 8 
at 21st level. 

Powers: avenging light (invoker Ff 12), bolstering 
strike (paladin PH), astral seal (cleric DP), radiant ven¬ 
geance (avenger PI/2) 
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Pulse of Life [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the life domain 

Benefit: You gain the Channel i )i\ initv power 
pulse of life. 


Channel Divinity: Pulse of Life Feat Power 


In fht 1 mortal world, death cannot be entirely denied. Bin it can 

be postponed. 

Encounter +■ Divine 

Immediate Interrupt Ranged 1 0 

Trigger: A creature within t 0 squares of you makes a death 

saving throw 

Target: The triggering creature 

Effect: The target gains a -Li 0 power bonus to the death 

saving throw. 

Love 

The domain of love includes friendship, romance, 
merriment, and desire. Sehanine accepts all of these 
as her province, but she places particular emphasis 
on the passions of new love and the changes it can 
create in the lives of people who thought their per¬ 
sonal stories were set. 

Most love deities are positive influences in the 
world, but some are known lor being fickle. Other 
love deities might be cunning seducers or jealous 
beauties who delight in broken hearts. 

If you serve a deity of love, you are probably a 
light-hearted and encouraging presence. Love has the 
power to melt the hardest of hearts, and you believe 
that your courage and compassion can change the 
world 

Power of Love [Domain] 

Prerequisite: Any divine class, must worship a 
Je it v of the 1 ove doin a i n 

J 

Benefit: You gain a —2 feat bonus to Diplomacy 
checks. 

When you use a power associated with this feat 
and hit one or more enemies with it, you can choose 
to deal no damage and instead grant 5 temporary hit 
points to one or two allies within 5 squares ol you. 
fhe temporary hit points increase lo 10 at 11th level 
and 15 at 21st level 

Powers: radiant vengeance (avenger PH2), recovery 
strike (cleric DP), sun strike (invoker PH 2), virtuous 
strike (paladin i_)P) 

Loving Sacrifice [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the love domain 

Benefit: You gain the Channel Divinity power 
loving sacrifice. 


Channel Divinity: Loving Sacrifice Fe»i Power 


The loving tie beftwm you and your/riend allows you to take 
some of ibf pain bt h or she would have suffered alone. 

Encounter + Divine 

Immediate Interrupt Ranged 5 

Trigger: An ally within 5 squares of you takes damage 

Target: The triggering ally 

Effect: The damage against the target is reduced by S, and 
you take 5 damage, which can't be reduced in any way. 
Level 7 7: The damage is reduced by 10 T and you take 10. 
Level 27: The damage is reduced by 1 5, and you take 1 5, 


Luck 

Chance, coincidence, fortune, randomness—whatever 
you call 3t, Suck is a powerful and unpredictable 
force, Avandra takes this powerful force in hand as a 
weapon against drab destiny and dark fatalism. For 
her followers, luck provides excitement and opportu¬ 
nity even in the face of terrible odds. 

Another luck god might he a trickster figure, a trou¬ 
blemaker who injects an element of uncertainty into 
divine circles. Another might be a god of prosperity and 
go od form a le, wjio rewa rd s t he v i r t nous arid w orth\. An 
evil deity of tuck might take from it the aspect of misfor¬ 
tune and delight in accidents and disasters. 

It yon serve a god of luck, you believe in keep¬ 
ing your eyes open tor the unexpected opportunity. 
After all, most people make their own luck by being 
prepared and decisive. If you're respectful, if you re 
ready, you'll sec the moments when a divine hand 
arranges some small coincidence or decides some 
seemingly random outcome in your favor. 



Power of Luck [Domain] 

Prerequisite: Any divine class, must worship a 
deitv of the hick domain 

m 

Benefit: You gain a L2 teat bonus to Acrobatics 
checks. 

When you use a power associated with this feat, 
vou can score a critical hit on a roll of 19-20. 

OP 

Powers: bond oj censure (avenger DP), holy strike 
(paladin PH), lance o/ faith (cleric PH), vanguards li^ht 
n i ng (i n vo ke r PH 2) 

Imminent Luck [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the luck domain 

Benefit: You gain the Channel Divinity power 
imminent luck. 


Channel Divinity: Imminent Luck Feat Power 


Yourgod gives vmi another diamre at r qood fortune . 

Encounter + Divine 

Free Action Personal 

Trigger: You use a power that gives you a reroll, and the 
reroE! is lower than the original roll 
Effect: You don't expend the use of the power that gave 
you the reroll. 
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Madness 

Those who know the name ofTharizdun attempt to 
avoid even thinking it* tor fear of the thought & echoes 
in their minds. I lis w orshipers are given to creeping 
suspicion, maniacal rage, or bizarre fixations, host 
in delusions and inner torment, they grovel before a 
divinity that exists to bring doom and the dissolution 
of all things. 

A different god of madness might he one whose 
secrets are too much for [he mortal mind to hear. Per¬ 
haps instead the deity claims madness as a domain 
because it comes from an insanity-inspiring place, 
such as the Far Realm, w hose unnatural blessings 
overwhelm mortals wretched and foolish enough to 
seek them out. An i maligned deity of "madness might 
take the form of a senile sage or a capering jester. 
There might even be a beneficent deity oi madness 
and invention who offers inspiration through hours of 
insanity. 

■r 

Power or Mads ess [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the madness domain 

Benefit: You gain a ^2 teat bonus to 1 Ruff checks. 

When you use a power associated w ith this feat 
and hit an enemy u ith it. that enemy takes a -1 pen¬ 
alty to attack rolls until the end of vour next turn. 

Powers: enfeebling strike (paladin PH >. over whelm 
i tnj strike (avc nget PH2), ryIt teous bran d {c 1 eric PH i, 
visions qfbltW (invoker HP) 

Screaming Madness [DivinityI 

Prerequisite: < Channel Divinity class feature, 
must worship a deity of the madness domain 

Benefit: You gain the Channel Divio in power 
screaming madness. 


Channel Divinity: 

Feat Power 

Screaming Madness 



.Ambushed hvynur dmtd^ods madnoss,v<iur enemy finches 
into iimaa; 


Encounter ♦ Divine 

Minor Action Personal 

Effect: The next enemy you hit during this turn with a fear 
power hits itsetf witli its melee basic attack the first time 
ft makes 3n attack on its next turn. The enemy hits itself 
after its attack is resolved. 

Moon 

People place many different meanings on the moon. 
Some see it as a symbol of predictable cy cles and 
time. Others lake it as a sign of change, a symbol of 
magic, or an emblem of beauty and love, A deity oi 
the moon might be seen as a hunter in the darkness, 
a patron of nightly rev dry, or a god of ill fortune or 
sav age madness. 


Sehanfne takes from the moon the aspect of shad 
ows and masks. Its glow allows her followers to see 
dangers in the dark, and is darkness cloaks the dan 
gers 1 hey present to others. 

Set in nine's worshipers see tier blessings in the 
moon s phases. The full moon shields the Faithful 
from harm. A blade I ike crescent bodes well for their 
attacks. And a dark moon presents opportunities to 
take w hat von will. 

w 

Power of the Moon [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the moon domain 

Benefit: You gain a fl feat bonus to Perception 
checks. 

When you use a power associated with this feat 

and Iht an enemy with it, that enemy takes a -2 pen 

ahv to the defense targeted by the power The penalty 

lasts until the end of vour next turn, 

■ 

Powers: bond of censure (avenger DP), enfeebling 
strike (paladin Pff). hand oj radiance (invoker DP), 
righteous brand (cleric PI J l 

Moon Touched [Divinity] 

Prerequisite: Channel Divinity class feature* 
must worship a deity of the moon domain 

Benefit: You gain the ( hannel Divinity power 
moon touched. 


Channel Divinity; Moon Touched Feat Power 


Vtui tjkuv with the Wafrritj fy/lti d/the moan. The %ht waxes 
tmd wanes for a time. 

Encounter ♦ Divine, Healing 
Minor Action Close burst 5 

Target: You or one ally in burst: target must be bloodied 
Effect: The target regains hit points equal to your Wisdom 
or Charisma modifier. At the start of each of your turns, 
roll i dS. If the roll is odd, the target gains temporary 
hit points equal to the roll* and if the target already lias 
temporary hit points, the effect ends. If the roll is even, 
the target regains hit points equal to the roll, and the 
effect ends. 

Level 11: Roll a dl 0 instead of a d8. 

Level 21: Roll a d12 instead of a d8. 

Poison 

Zchits words arc venom, and his teachings poison 
minds wherever his priests' hisses can be heard. II is 
followers value all kinds of poison: the toxins that 
debilitate or kill the bodv as well as the venomous 

r 

ideas that ruin the mind and sap the spirit. 

The followers of other gods might use poison, but 
for Zehir, poison itsell is worth} of honor. His faith 
fill pay homage to venomous creatures and often 
suv prayers while applying poison to their objects or 
administering it for ingestion. 

In vour campaign, poison might not be the 
province of an evil god. Poison represents a hidden 














danger, so any deity cijst uned to stealth and decep¬ 
tion might take poisot domain* Rut good and 
forthright gods I j keh avoid i: 

Power of Poison [Domain] 

Prerequisite: Any dh ine class, must worship a 
deity of the poison domain 

Benefit: You gain a ^2 teat bonus to Blufl checks. 

When you use a power associated with this feat, 
you can choose to change its damage type to poison 
(the power gains the poison keyword and loses the 
keywords of its former damage types). If you do so, 
you gain a +2 bonus to the damage roll. The bonus 
increases to +3 at 11th level and -t-4 at 21st level. 

Powers: overwhelming strike (avenger P/T2), enfee¬ 
bling strike (paladin PH),grasping shards (Invoker 
PH2), righteous brand (cleric PH) 

Original Poison [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the poison domain 

Benefit: You gain the Channel Divinity power 
original poison. 


Channel Divinity: Original Poison Feat Power 


Your gra ver empowers vtwr venom oils a Hacks. 

Encounter ♦ Divine 

Minor Action Ranged 5 

Target: One creature 

Effect: Until die end of your next turn, you gain a +2 
power bonus to attack rolls against the target with poi¬ 
son powers. 

Protection 

Gods of protection wield their divine influence to 
minimize the effect of disasters, lo guide those in 
peril to shelter, and to influence mortals awav from 
overly destructive actions. Some protection gods 
inspire their followers to engage enemies through 
foi cc of arms, wh i 1 e ot hers work indirect 1 y. shielding 
their chosen people with helpful weather, unex¬ 
pected good fortune, or inspired champions. 

Bahamut and Moradin share the domain ol pro¬ 
tection in a spirit of solidarity. Moradin emphasizes 
guardianship of home, family, and dan, while Baha¬ 
mut takes a wider view of protecting society and 
good people wherever evil finds them. When danger 
comes, the followers of Moradin draw back to stand 
on solid ground, and Bahamut’s faithful come for- 
ward to strike down threats. 

Power or Protection [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the protection domain 

Benefit: You gain a +2 feat bonus to 1 leal checks. 
When you use a power associated with this feat 
and hit one or more enemies with it, one ally within 5 


squares of you gains a -+T power bonus to all defenses 
until the start of your next turn. 

Powers: leading strike (avenger DP ), priest’s shield 
(e 1 e r ic PJI). va 1 ian t strike (pa 1 ad i n PH), rang ua rd s % I i; 
mn$ (invoker PH2) 

Sure Protection [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the protection domain 
Benefit: You gain the Channel Divinity power 
sure protection. 


Channel Divinity: Sure Protection Feat Power 


You ensure that a moment oj respite is not inter ru pi &i. 

Encounter ♦ Divine 
Free Action Cose burst 5 

Trigger: You or an ally within 5 squares of you uses his or 
her second wind 
Target: The triggering character 

Effect: The target gains a + 3 power bonus to al] defenses 
until the start of his or her next turn. 

Sea 

The sea is a mighty force in the world, it offers the 

bounty offish, the threat ol storms, a means for c< >m- 

inerce and exploration, and a wilderness in which 

ships and sailors sometimes vanish without a trace 

A god of the sea can therefore be a protect ic e figure 

who grants blessings to seafaring iblk. a monstrous 

being who delights in drowning mortals, or a fickle 

divinity who helps or harms as the whim strikes. 

People sec in Melora all three aspects. 

Melora claims uncontested rule of the seas, and 

her whim is iron law. Yet she exercises little control 

over the vast waters of the world, preferring to allow 

events to unfold naturally. When she is roused to 
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anger, her wrath comes in endless waves of destruc¬ 
tion, and when brought to sympathy, she offers up 
astonishing treasures lost to the sea. 

Power of the Sea [Domain] 

Prerequis!te: Any divine c 1 ass, must worsh 1 p a 
d eit v o f t he s e a d oni a i n 

Benefit: You gain a +2 feat bonus to Athletics 
cheeks. 

When you use a power associated with this feat 
and hit one or more enemies with it, you can choose 
an effect: You make a saving throw against an effect 
tiiat a save can end. or one enemy hit by the power 
takes a -2 penalty to the next saving throw it makes 
before the start of vnur next turn. 

Powers: bend of censure (avenger DP), divine bolts 
(invoker PH2), recovery strike (cleric DP), virtuous strike 
(paladin DP) 
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Sea Surge [Divinity] 

Prerequisite; Channel Divinity class feature, 
must worship a deity of the sea domain 

Benefit: You gain the Channel Divinity power 
sea surge. 


Channel Divinity: Sea Surge Feat Power 


Your prayer ailh/orrh a wave to earn"you or \ mo friend to 
safety 

Encounter ♦ Divine 
Immediate Reaction Close burst 10 
Trigger; You or an ally within 10 squares of you is pulled 
pushed, or slid 

Target; The triggering character in hurst 
Effect; You slide the target 2 squares. 

Skill 

A deity of the skill domain values excellence and pre¬ 
cision in one's actions. The god s followers often seek 
mastery of some art or proficiency, spending much 
lime in pursuit of perfection. 

Bane demands martial skill from his followers, 
many of whom spend hours in drills and practice bat¬ 
tles. Tfthev are not hefting a weapon on a battlefield, 
his most faithful are studying theories of warfare or 
playing games of strategy to hone the military mind. 
Core I Ion appreciates beauty and art. be it in 
song, story, sculpture, dress, or any form of decora¬ 
tion. Everyone seeking beauty in their actions prays 
to Core I ion for the skill to bring their visions into 
existence. 

As god of knowledge, ioun offers the compre¬ 
hension necessary to grow skilled and t lu- deeper 
understanding that practice of a skill engenders. 
Sometimes dismissed by the ignorant as the patron 
of scholars, Ioun stands for truth and learning in all 
areas of thought and action. 

Power of Skill [Domain! 

Prerequisite: Any divine class, must worship a 
deity of tlie skill domain 

Benefit: You gain a-H feat bonus to trained skill 
checks. 

You can use any power you have that is associated 
with this feat as a basic attack. 

Powers: divine holts (invoker PH2)< averwhelmiryj 
strike (avenger PH2), righteous brand (cleric PH), vvil 

hint strike (paladin PI f) 

Divine Excellence [Divinity] 

Prerequisite: Channel Dh initv class feature, 
must worship a deity of the skill domain 

Benefit: You gain the Channel Divinity power 
divine excellence. 


Channel Divinity: Divine Excellence Feat Power 


ViHir praver inspires excellence in vaurs^f arid wtir allies. 

Encounter ♦ Divine 

Free Action Personal 

Trigger; You make a skill check 

Effect: You gain a -2 power bonus to the skill check. Until 
the end of your next turn, you and each ally within 10 
squares of you gain a + 2 power bonus to checks using 
the same skill. 

Storm 

Slashing rain, roaring winds, brooding clouds, pun¬ 
ishing hail—these are moods of Kurd. People hear 
his laughter in thunder and fear the lightning of his 
fierce smile. Sailors seeking calm winds and farmers 
who hope for gentle rain beg Kurd to vent his fun 
e l s e vv I ic re. T h ey e ngage i n cont e sts o f strerlg t h a n d 
raise toasts in Kord s name to let him know they have 
neither forgotten his power nor taken his clemency 
for granted. 

I ike Kord, another god of storms is likely a deit\ 
of raging passions. A good god ol storms might be 
thought oi as scouring the world of evil, while a 
malignant deity of the domain w ould inflict storms 
simply out of cruelty. 

Power of the Storm [Domain] 

Prerequisite: Any divine class, must worship a 
deitv of the storm domain 

am 

Benefit: You gain a -2 feat bonus to Intimidate 
checks. 

When you use a power associated with this feat, 
you can choose io change its damage type to thunder 
(the power gains the thunder keyword and loses the 
keywords of its former damage types). If you do so, 
you gain a +2 bonus to the damage roll. The bonus 
increases to T3 at 11th level and -4 at 21st level. 
Powers: overwhelming strike (avenger PH2), 
righteous brand (cleric PH), valiant srrike (paladin PH), 
vanguard s lightning (invoker PH2) 

Storm Sacrifice [Divinity] 

Prerequisite: Channel 1 )ivtnit\ class feature, 
must worship a deity of the storm domain 

Benef it: You gain the Channel Divinity power 
storm sacrifice. 


Channel Divinity: Storm Sacrifice Feat Power 


If U is your god's uTI. the coming storm will srrite as a blessing. 

Encounter 4 - Divine 

Minor Action Ranged 10 

Target: One creature 

Effect: You gain vulnerable 5 lightning and vulnerable 5 
thunder, if the target has no lightning or thunder resis¬ 
tance, it gains vulnerable S lightning and vulnerable 5 
thunder. 11 it has lightning or thunder resistance, it loses 
that resistance. These effects Iasi until the end of your 
next turn. 
















Strength 

Popular among barbaric pt-oples. the gods of strength 
are patrons to warriors and i timers. Violent and 
short-tempered, these deities act rather than reflect. 

Blood-spattered Gruumsh glories in rlie slaugh¬ 
ter of weaker foes, disdaining strategy and skill. He 
believes that the world belongs to those who can 
crush skulls in their fists or break bones with a bite. 
Strength is the license to do as you please, and it 
pleases Gruumsh when his followers use their might 
to destroy. 

Kurd acts as patron of strength to all who seek to 
avoid the wanton destruction urged by Gruumsh, 
Athletes, soldiers, laborers, and others who prize the 
power of the body pray to Kurd, and so do those of 
weakness who are willing to act against the strong, 

A strength god need not he so impulsive, and such 
a deity could be aligned with good, Perhaps your 
campaign has room for a god of strength and knowl¬ 
edge. patron of athletes and an asceticism seeking 
physical perfection, A strength god could instead be 
aligned with justice and promote the use of might for 
what is right. 

Power of Strength [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the strength domain 

Benefit: You gain a +2 feat bonus to Athletics 
checks. 

When you use a power associated with this feat, 
you gain a +2 bonus to the damage roll. The bonus 
increases to +3 at 11th level and +4 at 21st level. 

Powers: avenging light (invoker PH2), holy strifes 
(paladin PH), overwhelming strike (avenger PH2), 
priest's shield (cleric PH) 

Strength of the Gods [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the strength domain 

Benefit: You gain the Channel Divinity power 
stvengt h of rf i e gods. 


Channel Divinity: 

Feat Power 

Strength of the Gods 



From ymtr god, to your ally and into the enemy; a passage of 
strength and impact. 

Encounter ♦ Divine 

Minor Action Close burst 5 

Target: One ally in burst 

Effect: The target gains a power bonus equal to your 
Strength modifier to its next damage rail before the end 
of your next turn. 

Strife 

Tiainat rules the strife domain. It stands ior her 
avarice and the greed she foments in her followers. 


Chaos too is her ally. When others cannot stand 
together, they are more easily torn apart. 

The domain of strife exists for gods who act as 
thorns in the world s flesh, bloody troublemakers 

if 

who don't want to get along with anyone else. Those 
people drawn to serve a strife god are attracted by 
the pure, driving ambition that the god represents- 
the desire to get ahead, regardless of the cost. Strife 
might be the single problematic domain of a god who 
is otherwise one of the world s defenders, represent¬ 
ing the god s penchant for stirring up anger or a 
dangerous curiosity. 

Power of Strife [Domain] 

Prerequisite: Any divine class, must worship a 

dei tv of the strife domain 

* 

Benefit: You gain a —2 feat bonus to Bluff checks. 
When t on use a power associated with this feat, 
you gain a +1 bonus to the damage roll for each 
enemy within 3 squares of the target. The bonus 
increases to +2 at 11th level and 4-3 at 21st level. 

Powers: ardent strike (paladin DP), bond of retribu¬ 
tion (avenger PI72), lance of/tilth (c leric PH), sim strike 
(invoker PH2) 

Sudden Strife [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the strife domain 

Benefit: You gain the Channel Divinity power 
sudden strife. 


Channel Divinity: Sudden Strife Feat Power 


Ybu saw dauht m two enemies, causing them to question each 
other’s leva In; Their combat acumen suffers as a result. 

Encounter ♦ Charm, Divine 
Free Action Ranged 5 

Target: Two enemies within 3 squares of each other 
Effect: Until the end of your next turn, the targets take a -4 
penalty to attack rolls while they are within 3 squares of 
each other. 

Sun 

The sun's Influence and brilliance are obvious to all, 
acting as a daily reminder ofPclor s power and benef¬ 
icence, The sun is the light oi growth and renewal. It 
is warmth in w inter and ensures good harvest come 
the fall. Prior extends its light to all just as he hopes 
his followers extend their compassion to all. The sun 
also peels back the veil of night, and Pel or's followers 
see in that a metaphor for the light they must bring to 
shadowy deeds and dark hearts. 

Sun gods frequently rule pantheons or stand as 
the first among equals. Although usually portrayed 
as benevolent or dispassionate deities, sun gods don't 
need to be good or unaligned. An evil sun god might 
be a bloodthirsty tyrant who threatens drought and 
fire unless slaked by sacrifices. 
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Power or the Sun [Domain] 

Prerequisite: Any divine class, must worship a 
deit\ of the sun domain 

Benefit: You gain a 2 feat bonus to Insight 
checks. 

When you use a power associated with this feat 
and hit an enemy \\ ith it, that enemy gains minor 
able 1 radiant until the end of your next turn, after 
the power's effects are resolved. The vulnerability 
increases to 5 at i Ith level and 8 at 21st level. 

Powers: loner of fit ith (cleric PH), radiant vengeance 
(avenger PI J2), sun strike (invoker PH2). virtuous strike 
(paladin DP) 


Perfect Iormeni [Divinity] 

Prerequisite: ('hannel M i% initv class feature, 
must worship a deitv of the torment domain 

Benefit: You gain the ( ' I tunnel Divinity power 
perfect torment. 


Channel Divinity: Perfect Torment Fe.it Power 


Your prayer prHmitjs veur enemies' suffering. 

Encounter 4* Divine 

Minor Action Close burst 5 

Target: Each enemy in burst 

Effect: Each target takes a -2 penalty to saving throws until 
the end of your next turn. 


Solar Enemy [Divinity] 

Prerequisite: < hannri Divinity class feature, 
must worship a deity oJ the sun domain 

Benefit: You gain the Channel Divinity power 
solttr enemy. 


Channel Divinity: Solar Enemy Feat Power 


The divine stj ulu|hr pliivm# ae rossyour enenue> is a of (he 

radiance to come , 

Encounter ♦ Divine 

Minor Action Close burst 2 

Target: Each enemy in burst 

Effect: Each target gains vulnerable 5 radiant, or its vulner 
ability to radiant damage increases by 5, 

Torment 

Torog crawls through the gloom of the Underdark, 
his broken back hunched as his bleeding knees and 
elbows scrape their wav through the earth. I bis 
tortured deity vents his imprisoned rage against 
existence as the god of torment. Patron oJ jailers, 
slavers, torturers, and sadists of all stripes, the King 
that Crawls takes pleasure in causing pain and in the 
agony inflicted by his devotees. 

The torment domain typically belongs to evil 
deities, but your campaign might host a good or 
unaligned god subjected to torture. Mortals might 
ask such a divine martvr lor the ability to endure the 
pains the) face or to take on their troubles. 

Power of Torment [Domain] 

Prerequisite: Any divine class, must worship a 
deity of the torment domain 

Benefit: You gain a *2 feat bonus to intimidate 


Trickery 

Cleverness, deceit, illusion, stealth—these are the 
tools of deities who hold sway ov er the domain of 
trickery. A god of trickery might be an irrepressible 
jukester whose misadventures serve to ilium male 
the lollies and inanities oJ life; a shadowy patron to 
thieves and illusionists; or a cruel deceiver whose lies 
poison the world. 

Sehanine and Lolth assert control over the domain 
ol trickery, an uncomfortable allocation of power 
extant since before Lolthk rebellion. Though that con¬ 
flict ended in an era long past, the followers of both 
deities open fresh wounds over it every year. 

For Lolth, trickery presents the means of gaining 
and keeping power. Why fight foes when you can 
manipulate them? 

Schatline sees trickery in a more winsome light, 
trickery can delight as well as devastate, and she 
encourages her followers to moderate one with the 
other as they pursue their destinies. 

Power of Trickery (Domain] 

Prerequisite: Any divine class, must w orship a 
deity ol the trickery domain 

Benefit: You gain a +2 feat bonus to Thievery 
checks. 

When you use a power associated with this feat 
and hit one or more enemies with it, you or an ally 
adjacent to that enemy can shift 1 square as a Free 
action. 

Powers; avemjim/ fujJu (invoker PH2), overwhelm¬ 
ing strike (avenger PH2). strike (paladin PH), 

recovery sf rike (c! e r ic J )I } ) 


checks. 

When you use a power associated with this feat 
and hit an enemy with It. that enemy grants combat 
advantage to your next ally who attacks it before 1 he 
start of vour next turn. 

Powers: ardent strike (paladin DP), astral .seal 
(cleric DP), overwhelming strike (avenger PH2), mantle 
of the infidel (invoker DP) 


Tricksters Eortune [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity ol the trickery domain 
Benefit: You gain the Channel Divinity power 
tricksters fortune. 












Channel Divinity: feat Power 

Trickster’s Fortune 


You slylr ,wr toe's fate and try to nirri its misfortune into 
your fortune. 

Encounter ♦ Divine 
Immediate Interrupt Close burst S 
™gge r; An enemy within S squares of you makes a saving 
throw 

Target: fhe triggering enemy in burst 

Effect: The target takes a -2 penalty to the saving throw. 

If the saving throw fails, you or an ally in the burst can 
make a saving throw. 

Tyranny 

Asinodeus seeks nothing less than complete domin 
ion over all existence* and thus he jealously protects 
his control of the tyranny domain. Oppression* coer¬ 
cion, repression—these arc the tools of the tyrant. 

1 hose who follow Asmodeus accept the domination 
of his agents or seek to gain power for themselves by 
crushing others in an iron grip. 

Few adventurers devote themselves to the ruthless 
acquisition ol power that the tyranm domain entails. 
However, tyranny might he the lesser of two evils 
in a setting that faces an even worse threat, such as 
demonic hordes or invasion from the Far Realm. 

Power of Tyranny IDomain] 

Prerequisite: Any divine c lass, must worship a 
deity of the tvrannv domain 

Benefit: You gain a +2 feat bonus to Intimidate 

checks* 

When you use a power asset iated with this feat, 
the power 's targets each take a 1 penalty to saving 
throws until the start of you r next turn, whether or 

dr 

not von hit, 

df 

Powers: astral seal (cleric DP) t bond of censure 
(avenger DP), divine bolts (invoker PH2), enfeebling 
strike (paladin PH) 

Master of Tyranny [Divinity] 

Prerequisite: Channel I divinity class feature, 
must worship a deity of the tyranny domain 

Benefit: Y ou gain the Channel Divinity power 
master of tyranny. 


Channel Divinity: Master of Tyranny Feat Power 


Your emn n i es " weakrt ess <|ives you > t re nytic 

Encounter ♦ Divine 

Minor Action Personal 

Effect: You gain a i 2 bonus to attack rolls against bloodied 
creat ures until the end of your next turn. 

Undeath 

Death is the natural end to mortal lives, hut through¬ 
out the ages, some mortals have rebelled against this 
c uminon fate. Undeath offers some mortals a wav to 
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ling to worldly existence long after the} should have 


passed into the beyond. For most, undeath is a k r 
rible curse that corrupts the soul. 

Veen a clasps the secrets of the domain of 
undeath tightly to his bony breast. He em isiom j 
world in which a chosen few rule over masses 4 
undead, which are easily subjugated to his will. 
Although not all undead owe their allegiance tt 1 
Vecna* the Maimed One keeps sec ret wah h on the 
plans of unknown numbers of them, and mam 
unwittingly do his will. 

An evil god of undeath might usurp death as well, 
becoming a frightful master of all fates beyond life. 
More rarely* a good or unaligned god of undeath 
might be concerned with the preservation ol ances¬ 
tral spirits and the protection of burial places* 

Power of Undeath [Domain] 

Prerequisite: Any divine class, must worship a 
cleit v of the undeath domain 

Benefit: You gain a 1 feat bonus to Religion 
checks. 

When you use a power associated w ith this feat, 
the power's damage changes to necrotic (the power 
gains the necrotic keyword and loses the keywords 
of its former damage types). Y ou also gain a -*-2 bonus 
to the damage roll. The bonus increases to at 11th 
level and ^4 at 21st level. 

Powers: bond of censure (avenger DP). eu/tvMin t tj 
strike (paladin shards (invoker Pi J2), 

lance of faith (cleric Pf J) 

Undeath’s Ally [Divinity] 

Prerequisite: Channel Divinity ilass feature, 
must worship a deity of the undeath domain 

Benefit: You gain the ( I unmet Divinity power 
imdeath sally. 


Channel Divinity: Undeath’s Ally Teal Power 


At niur touch, your friend5 life hqjms re slip away, hit he or D. 
flaim s ome of die resfltaire of undcurh. 

Encounter + Divine 

Minor Action Melee 1 

Target: One ally 

Effect: The target loses a healing surge but gains tempo 
rary hit points equal to his or her healing surge value x 
one-half your level. 

Vengeance 

Tiamat rises as the queen of vengeance. She exhorts 
her faithful to forgive nothing and avenge even tlu 
slightest wrong* Her worshipers believe that power 
can he respected only when it is exercised, and tin 
way to gain power is by tearing down those who hav< 
what vou desire* 

j 

A god of vengeance probably takes delight in 
revenge (hat far exceeds the original damage. 
Although an evil alignment is most likely, a god ■ 
vengeance might be an unaligned lord of stride. , 
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good-aligned god of vengeance might be in a setting 
dominated by evil, where the forces of'good seek 
redress for centuries of abuse. 

Power of Vengeance [Domain! 

Prerequisite: Any divine class, must worship a 
deity oi the vengeance domain 

Benefit: You gain a +2 feat bonus to Intimidate 

checks; 

When you use a power associated with this feat 
and hit an enemy with it, that enemy takes 2 damage 
the first time it attacks you or an ally of yours before 
the start ol your next turn. The damage increases to 3 
at \ 1th level and 4 at 21st level. 

Powers: astral seal (cleric f >P), avenging light 
(invoker PH2), holy strike (paladin PH), radiant ven¬ 
geance (avenger PI 12) 

Small Vengeance [DivinityI 

Prerequisite: Channel Divinity (lass feature, 
must worship a deity of the vengeance domain 

Benefit: You gain the Channel Divinity power 
small vengeance . 


Channel Divinity: Small Vengeance Feat Power 


You r flannel your gods essence and return pain layaur/oL'. 

Encounter ♦ Divine 

Immediate Reaction Close burst 10 

Trigger: You are bloodied by an enemy within 1 0 squares 

of you 

Target: The triggering enemy in burst 
Effect: The target takes IdS damage. 

Level f T: 2d 8 damage. 

Level 21: 3d 8 damage. 

War 

War is a powerful force in the world, the ultimate 
lest of martial f itness. A war god can be an honorable 
champion who delights in demonstrations of courage, 
a cruel conqueror who revels in bloody triumph, or a 
harsh judge who measures mortals by how they meet 
(heir hour of doom. 

Bane commands the domain ol war for its aspects 
of conquest and strict military structures. Ordered 
battle plans and improvised strategies please Bane, 
as do masses of troops and tiny tactical units. Bane 
embraces every aspect of war and sees it as an end 
in its own right, an outlook shared by many of those 
devoted to him, 

Kord sees war as the testing ground for strength. 

I lc values it as a storm of blood a passion that rages 
in the heart oi true warriors. Kord has little patience 
lor slrategizing and deception, and those who carry 
his standard into battle try simply to pit strength 
against strength, or they look to another power-such 
as 1mm, Bahamut, or even Banc-for the tactics they 
need to win. 


li you are a devotee of a god of war, you regard 
battle as the principal test of your worth and devo¬ 
tion. And sometimes a fist in the face says more than 

wf 

a thousand honeved words. 
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Power of War [Domain! 

Prerequisite: Any divine class, must worship a 
deity of the war domain 

Benefit: You gain a +-2 ieat bonus to I fistorv 
checks. 

When you use a power associated with this feat 
against an unblood led target, you gain a 1 bonus to 
the attack roll. 

Powers: bolstering strike (paladin PH), bond of retri 
buiion {avenger PH2), priests shield (cleric PH), visions 
of blood (invoker DP) 

Path of War [Divinity] 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the war domain 

Benefit: You gain the Channel Divinity power 
path of war. 


Channel Divinity: Path of War Feat Power 


You mean rage you r friends fa rhrmv limns elves into glorious 
hit lie. 

Encounter ♦ Divine 

Minor Action Close burst 5 

Target: Each ally in burst 

Effect: Each target gains a +2 bonus to attack rolls and a -2 
penalty to all defenses until the end of your next turn. 


FOR THE DM: EVIL FEATS 

The Players Handbook provides divinity feats only for 
good and unaligned deities. In contrast, this book pro¬ 
vides divinity feats and domain feats usable with evil 
deities. Evil player characters don’t mesh well with most 
D&D campaigns and the shared experience of the game 
table, so the evil-related feats, such as Perfect Torment, 
will prove most useful for DMs building evil NPCs, Evil- 
Flavored domains, such as tyranny, are also useful for 
building complete pantheons. 

In rare cases, a player character might try to walk the 
moral tightrope of worshiping an evil god while maintain¬ 
ing an unallgned alignment This situation provides quite 
a few dramatic hooks, but such dramas usually end with 
only a few survivors. You should therefore think carefully 
before invitir ig such tensions into a campaign. 

If you want to try running a campaign full of evil player 
characters, the new divinity feats and domain feats should 
prove invaluable. Quite a few of them capture the core 
evil experience-iTs not necessarily hard to be evil, but 
it’s hell being around other people who are evil. 
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Wilderness 

During the world s creation, gods shaped the forests, 
the mountains, the plains, and the deserts. J hese vast 
landscapes form the foundation ol life. The wilder* 
ness is the realm of primal spirits and fey powers, 
and Melora and Corellon divide their control of the 
wilderness domain on similar lines. 

Melora concerns herself with the wilderness of 
the world, its cades and the survival of its many 
beings; animals, plants, and spirits that are the source 
of primal power Melora s \ lew of nature is broad 
enough that she does not care if someone cares more 
for primal spirits than for her. Just as with her other 
domains, the sea and life. Melora has little impact on 
t lie wilderness so long as nothing dramatical!) affects 
its existence. ( )nlv when t nilv devastating t hreals 
loom will Melora marshal her resources to defend 
the world. 

t orations interests are the wild places of the 

lev wild and the ancient forests that stand across the 

* 

world. He most values locations of natural beauty, 
and his followers often protect them in his name, 
especially places of splendor in the Feywild. 

An alternative wilderness deity might be an evil or 
unaligned power who emphasizes the harshness and 
l riiellv of the wilds. A deity of trickery and the wil- 

w* ■# # 

derness might act as patron to mercurial fee beings, 
offering other mortals infrequent protection horn the 
pique of those mysterious beings. 

Power of the Wilderness [Domain] 

Prerequisite: Any divine class, must worship a 
dcity ot the wilderness domain 

Benefit: You gain a -K2 feat bonus to Nature checks. 
When you use a power associated with this feat 
and hit an enemy with it. you and each ally adjacent 
to you ignore difficult terrain until the end ol your 
next turn. 

Powers: tuvrwhelmim] strike (avenger PH2), recov- 
;n strike (cleric DP), sun strike (invoker PH2), valiant 
strike {paladin PH) 

Grasp oe the Wild [DivinityI 

Prerequisite: Channel Divinity class feature, 
mist worship a deity oflhe wilderness domain 
Benefit: You gain the Channel 1 >ivinitv power 
rasg of the wild. 


Channel Divinity: Grasp of the Wild Feat Power 


: an cause the environment hi dutch at creatures in an area. 
Vims wrap around them, flu* earth softens under them, water 
hunts about iJwm-whatever is natural for the environs. 

Encounter ♦ Divine 

Minor Action Area burst 1 within 10 squares 

feet: The area of the burst is difficult terrain until the end 
■-if your next turn, 


Winter 

The Raven Queen rules over winter as the uncaring 
marshal of its beginning and end. She pulls the u Kite 
veil over the world with cold efficiency, and lets the 
world rise from the dead of winter only because the 
natural order demands it. I he Raven Queen's ser¬ 
vants see winter as a pure and fair means of culling 
the weak. It represents a lime of hardship through 
w huh the world ctne rge s s 1 1 onger t h a n be fore, 

Mortals typically associate winter w ith darkness, 
hunger, and death, so mam pray to a winter god out 
of fear, hoping to placate iev wrath, T hose who adapt 
their lives to wintry environments might enjoy the 
protection of good god of winter, in lands where sea¬ 
sons change little, the winter god might be a god of 
the high mountains, where snow and ice never melt. 
An evil winter deity might dream about plunging the 
world into eternal ice but be held in check by a god of 
the sun and summer such as Pelor. 

Power of Winter [Domain] 

Prerequisite: Any divine class, must worship a 
deitv oi the winter domain 

j 

Benefit: You gain a -2 feat bonus to Hndurance 
checks. 

When you use a power associated with this leal, 
the powers damage changes to cold (the power gains 
the cold kevword and loses the keywords of its lormer 

jr 

damage types). You also gain a +2 bonus to the 
damage roll. The bonus increases to +2 at 11th level 
and +4 at 21st level. 

Powers: bond of censure (avenger DP), en/eeMiry 
strike (paladin PH), hand of radiance (invoker DP), 
lance of faith (cleric PH) 

Path of Winter [Divinity! 

Prerequisite: Channel Divinity class feature, 
must worship a deity of the winter domain 

Benefit: You gain the Channel Divinity power 
path of winter. 


Channel Divinity: Path of Winter Feat Power 


A l year prayer von and year allies endure winter s chill. 

Encounter ♦ Divine 

Minor Action Close burst 5 

Target; You and each ally in burst 

Effect: Each target gains resist 5 cold until ihe end of your 
next turn. 

Leve/ 71: Resist 10 cold. 

Level 21: Resist 1S cold. 
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you. Though you are reliable and strong, you're hard 
to predict, and sometimes incautious. You never take 
prisoners, for it’s better Lo be dead than hound. 



Each of the deities in the core pantheon has a unique 
outlook and a special mindset, just as do the devotees 
of those deities. This section provides advice on how 
to tailor the abilities and attitudes of your divine 
character so they are in concert with the god that he 
or she seeks to emulate. 

in many of these passages, recommended trained 
skills are not all on the class list of every divine class. 
It's still possible for your character to become trained 
in such a skill, by taking either the Skill Training feat 
or a class-specific mutticlass feat. 



Avandra 

You hope to become a quintessential adventurer, a 
walking symbol of the spirit of exploration as guided 
by Avandra's wishes. As you and your compatriots 
travel, you serve as a guide and a representative of 
the party. Though you give prayers and offerings to 

Avandra, you know it's more 
important to be assertive 
and take action. Nothing is 
more vile in vour eves than 

J mf 

oppression and slavery 
and you take up Avandra's 
mandate to right those 
great w rongs. 

Choose powers— 
especially utilities—that 
grant movement or alter 

luck. Obtain training in skills that make travel easier 
in both civilization and wilderness, such as Diplo¬ 
macy. Dungeoneering, Nature, and Streetu isc. 

Avenger: Less focused on a single goal than most 
o the r a venge r s. y oi 1 1 rave 1 across the w orld .find¬ 
ing your ow n targets. Those vvho enslave or confine 
others are vour greatest foes. You might start your 
career fighting brigands who block a road and cap it 
fighting an archdevil who enslaves millions. 

Cleric: Freedom is the core of vour belief. While 

■■ 

you might lead vour allies* you are never domineer¬ 
ing, Your devotion leads you to many lands* and the 
world is dotted with shrines you have built and conse¬ 
crated, both humble and grand* 

Invoker: You realize from the histories you Ac 
read that absolute freedom is lar from ideal* It can 
cause pain as easily as joy and it led to chaos in the 
times before deities ruled. Though Avandra encour¬ 
ages change, you believe she wants that change to be 
directed. Speaking with holy authority you seek to 
bring change only for good and to drive the w icked to 
follow the wi ! I of the good deities* 

Paladin: Those who expect a paladin to be a 
humorless, self-righteous soldier will be surprised by 


Bahamut 

Your philosophy exalts the 
good and righteous, the hon¬ 
orable and law ful, above all. 

Evil, no matter how powerful, 
must be opposed, and you will 
stand against any force of dark¬ 
ness, You make it vour business 

m* 

to know the laws of any land you 

m* mf 

visit. The law can mask the work¬ 
ings of evil, and you cleave to the 
higher law—the divine law-set forth 
by Bahamut* 

Pick powers that will best protect vour allies, and 
possibly cold powers to mimic the frost of Bahamut s 
breath. Skills that overpower (such as Intimidate) 
and skills of understanding (such as Diplomacy and 
Insight) exemplify the strength and nobility of your 

Avenger: The retributive side of Bahamut 
intrigues you. You bring swift, bloody justice to those 
who transgress. With blade or bow in hand, you fight 
with the ferocity of a dragon. 

Cleric: To protect the weak, you arc willing to risk 
your hie. Your divine power is a blessing, and vou 
owe it to the world to safeguard those who have less 
power. You give aid to the person with the most need 
before vou think of anyone else. 

Invoker: You consider Bahamut to be a fragment 
of To, the progenitor of dragons. As contradictory as 
it might seem, you pay tribute to Tiamat for the same 
reason. You use prayers to emulate lo's might, and the 
lawful code vou follow is actually closer to lo's more 

mf mf 

brutish, prideful principles than to Bahamut s nobil¬ 
ity and honor* 

Paladin: None exemplify the way of the paladin 
as you do. You bring justice to your foes, but you do so 
with fairness and mercy. You allow no weakness in 
yourself since you must stand as a paragon of law and 
honor. 

CORELLON 

To serve Corcllon is to serve enchantment—both the 
magic of beauty and the beauty of magic. You feel 
Core lion's favor when you find and foster magic and 
when you protect or create beauty. You take inspira¬ 
tion from exquisite things and seek ways to bring 
magic to others' lives* 

A s a wor stupe r o f C ore 11 on, you I avo r p owe rs that 
emphasize the power o! magic. Select showy powers, 
particularly those that deal radiant damage or force 
damage. Choose training in Arcana, Diplomacy, and 













Avenger: hi an enchanted 
refuge you received your train 
ing and t he investittire oJ your 
divine power* You didn't need 
tiie advice ol others to fell you 
how to use Corel Ion's gilts. You 
heard your calling in songs and 
saw your path written across a 
starlit skv: Strike down those 

m 

who destroy beauty, and tear 
Through ihe web ofLohh s fol¬ 
lowers to stab at the heart of her 
plans. Death, too. can be a work 
of art. 

Cleric: The splendor of the 
world and its peoples' creations 
inspires you, and you hope your deeds will inspire 
others to feel what you know in vour sou). Corellon is 
a god of renewal, so you seek to restore and rebuild 
wherever destruction has wrought sorrow . 

invoker: You were granted a gift you Ye not sure 
you can ever repay. Thanks to C orellon, you can 
speak words of such grace that you command the 
attention of even the must hideous souls. With his 
magic behind your w ill, you fee l compelled to share 
the joy your spirit feels. A magic so great should never 
he kept secret. 

Paladin: Too often, ugly brutality ruins the gentle 
■ 3i glorious things in life. You t hose the path of I he 
paladin not for the song of the sword's arc. but for the 
sound of the ne\i breath of a would-be victim bought 
by your weapon’s strike against an attacker. Whether 
beauty takes the form of the most enchanting place 
in I he world or the face of a kind soul, how could you 
not stand between it am! destruction? 

Erathis 

The lights of civilization mid inven¬ 
tion are all that keep the world 
from descending into chaos and 
barbarism. You create new societ¬ 
ies and protect those you find. 

To embody the virtues of prog 
ross. vou studv the histories 
f civilizations and learn some 
ty pe of craft. 

Choose powers that encourage 
teamwork by gj\ ing bonuses to allies, cither directly 
t by imposing conditions on enemies* Take skills 
that encourage cooperation, such as Diplomacy, and 
mes you* II use in < ivilized are ,ts. such as Historv and 

- J 

Streetwise, 

Avenger: Rather than looking lor new places 
:o create civilization, you make existing cities run 
more smoothly. Frequently, this effort entails remov¬ 
ing from power those who work against the goals of 
thers (often criminal organizations). 




Cleric: You seek to forge alliances, broaden under¬ 
standing. and ultimately bring disparate groups 
together to create new societies. Encourage the build¬ 
ing of great temples in civilized lands* with shrines to 
many deities (to draw many people to the city )* ■ 
Invoker: When the gods are strong, the world is 
ruled by law and great cities rise. You seek to pull 
the world from darkness and return il to glory under 
divine rule. Era this's laws lav l lie groundwork that 
w ill bring law and prosperity to all. 

Paladin: An aggressive, devout follower, you drive 
the progress of societies forward, delving into the 
wilds to reshape them into settlements that arc both 
safe and civilized. You might even have an ambition 
to rule as a monarch one daw 
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Serving loun means discover 
ing and sharing secrets. Yet 
this quest ranges further than 
cobwehbcd libra lies and musty 

J 

books. Your hunger for know! 
edged ra w s yo \ i i o u nd e rst and 
strategic thinking, foresight* 
and all forms oi mental 
prowess. 

As a worshiper of I oun. you 
favor powers of prescience and 
t h Q5C t h at deal p sychic d amage, 

Choose training in knowledge 
skills (particularly History), 
insight, and Streetwise, 

Avenger: Knowledge is a weapon, and you don’t 
ever want to be caught unarmed. No secret is sale 
from you. Then again, neither are those who keep 
them* Veen a and his followers are a sickness that 
your blade can cut out of the world* You see your foes' 
future* anti the prognosis tor them Isn’t good* 

Cleric: A secret dies with its keepers, but knowl¬ 
edge gains pow er when shared* Though you fight 
mortal foes. Ignorance is your true enemy. You wLtlk 
in a world unaware of its potential, so you strive to 
share vour skills and learn the lessons others can 

j 

teach you. You hope your example will lead others to 
take the right path. 

Invoker: loan knows vour mind, ami vour heart is 

•r 

turned toward her purposes. You know the peace oi 
soul that comes from meditation and studv. If others 

p/ 

open their hearts to enlightenment, you’re hopeful 
that they can share that peace. U not, voudl teach 
them the error of their wavs. 

Paladin: Knowledge shields people from many 
mistakes, but to take the proper path, one needs the 
wisdom Uj perceive it and the strength to stay the 
course. You know that many people will falter as thev 
take the netessan steps, and ids vour dutv to make 
certain they don’i fall. 
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Kord 

As a follower ol Kord, you serve as the fighting heart 
of your adventuring group—the character others can 
depend on to show great courage, to take risks* and 
to stand and fight against overwhelming odds. To 
show true devotion, you must act with bravery and 
skill* not simply pray at a shrine or carry a trinket 
of faith. You see no need to mince words* especially 
with those who are weak* Those who use sub- ^ 
terfuge and honeyed words might show great 

skill, but such actions are fundamentally cowardly- 

^ * 

not he fitting a true adherent of Kurd's teachings. 

You prefer melee attacks and powers that deal light¬ 
ning or thunder damage. Choose training in physical 
skills such as Athletics, Acrobatics, and Endurance. 

Avenger: The teachings of Kord are always on 
your mind as you enter single combat. You focus on 
defeating one foe using only your personal might and 
skill, and you continually seek your next battle—your 
next victory* 

Cleric: You shout out boisterous encouragement 
to your allies, providing emotional encouragement in 
addition to your magical boons. You lead by example, 
rushing headlong into battle and exhorting your 
allies to keep up with you. 

Invoker: In ancient times, Kord s battles shook the 
world* You still feel the reverberations of those great 
fights and have an instinctual knowledge of the lord 
of battle's power* though you might seem entirely d If 
fe re nt d u r i ng t ra ve 1 or ne got i at ion, in ba t tie y o 11 en te r 
a trance as you call on the strength of your god. 

Paladin: You find it ease to follow Kords teach- 

j r 

mgs as a paladin, and vour code of honor includes 
his commands. Although you seek battle and glory, 
you’re never cruel, and you are quick to gram mercy 
to a foe that concedes defeat. 

Melora 

With a close connection to your 
a n i ma I i nstinets, you possess a mer- 
curial temperament that alternates 
between the contradicting parts of 
nature* Sometimes you show grace 
and calm, but you also rage like a wild 
beast when in danger* Nature is your true home, and 
it’s difficult for you Lo be confined in claustrophobic 
tombs or constructed tunnels* 

Choose powers that bring out the savagery of your¬ 
self and vour allies. Your skills should include those 

■ff 

that help you persevere in the wild, such as Athletics, 
Endurance, Nature, and Perception. 

Avenger: As an avenger worshiping Melora, you 
might be a member of an elite cabal of aberration 
hunters who have vast knowledge about the Far 
Realm and how to spot its influence* Until every aber¬ 
rant spawn of that dread place is slain, you won't rest. 




Cleric: You arc the pack leader of your adventur¬ 
ing group, and you take on both the responsibility 
and power of an alpha animal When fighting, you 
urge vour allies to he merciless hunters* 

Invoker: In the winding rivers, the lush jungles, 
and the rolling waves of the oceans, you see the care 
and skill the deities brought to creating the world. 

You re ve re an cl prote c 11 h e se n at u ra 1 w ild s, c on s i d er- 
ing them as important among the domains of the 
r gods as any city or temple. 

Paladin: Calling upon the strength of the 
oak and the power of the avalanche* you become a 
mighty protector of all living things* You remain vigi¬ 
lant, opposing anyone that attempts to destroy nature 
or slaughter beasts, beyond what is needed to survive, 

Moradin 

Your determination in the face of hardship is out¬ 
weighed only by vour loyalty to your friends. 

You apply your indomitable will toward 
crafting a better world. Order and 
goodwill clearly present the righteous 
path, and you try to exemplify these 
traits even in the worst moments* 

As a worshiper of Moradin. you favor 
powers that aid allies and protect yourself. 

Choose training in Dimgeoueering, Endur¬ 
ance, and History. 

J 

Avenger: just as a smith heats weakness 
from metal or a sculptor chips away unwanted 
stone, you make the world a better place by 
carving out the bad parts. And as with any great work 
of craftsmanship* whcn youYe finished making your 
mark on history, no one will mourn the missing pieces. 

Cleric: Amid waves of chaos and destruction* vou 

■* 

stand as solid as stone. Your solidarity provides an 
anchor for allies and presents an unfaltering wall to 

a tide of foes* You know that others look to vou for 

* 

guidance* and vour steady hand gives them the confi¬ 
dence to take their own paths. 

Invoker: Moradin fashioned vour sold to further 
his will in the world, and you're determined to make 
great works w ith the materials your life provides. 

You re the keystone in these plans, while those 
around you need to be moved into place before their 
lull roles can be realized. 

Paladin: Anything worth making is worth pro- 
tec ting, especially friendship. Loyalty is vour legacy, 
and vou never break the oaths you forge. Come what 
may, vour allies know they can depend on you* 

Pelor 

Pel or represents many things to many people, and so 
must you. You stand as tire light to guide others out of 
darkness, and you offer redemption to those who seek 
it. Even so, you rise against darkness and see it put in 
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its place. You serve Pc lor best when you 
help others and protect them from evil. 

As a worshiper oi Pelor, pick powers 
that deal radiatit damage or heal allies. 

Choose training in Diplomacy, Heal, and 
Nature. 

Avenger: Pc lor's priests often speak oi showing 
compassion and kindness, but yon know there is a 
dif ference between mercy and forgiveness. Those 
who truly see the light deserve its warmth. All others 
earn cold steel. When tlu path you walk seems dark, 
it is only because you stand in the shadows produced 
by Fetor’s light. 

Cleric: Your righteous stance is the light meant to 
lead others out of darkness. When your [fiends falter, 
you are beside diem with the warm words and kind 

■r 

heart that illuminate the proper path. 

Invoker: The warmth of summer ever fills your 
soul, and the world would be a better place if all 
could share the joy you feel. By sowing the seeds of 
en \ pa l fay a nd goo d w ill. y olire c onfide n t you "11 reap 
a fine harvest. When vou Inevitably encounter rests 
tancc, you know I Vim’s light shall reveal the errors of 
vonr enemies' ways. The sun causes crops to grow, but 
it can burn them too. 

Paladin: Each sunrise brings a new day. and each 
day is a chance to start anew. Yet compassion for a 
foe is no excuse for allowing the innocent to come to 
harm. Your first duty is to protect those who choose 
the bright way. Only after innocence is shielded from 
evil does an evildoer deserve a second chance. 

The Raven Queen 

I h ath represents not an end but a transition. It holds 
no fear for you bevoud the concern that it would 
cause you to miss opportunities to serve the Raven 
Queen. While you draw breath, you seek to help 
others with death, whether b\ comforting a mourner 
or helping someone find his or her way hevond. 

As a worshiper of the Raven Queen, pick powers 
that deal necrotic damage or elicit fear. Choose train¬ 
ing in Insight. Intimidate, and Religion. 

Avenger: There is little passion in your killing, 
and no pity. Death is ilie threshold all must cross to 
meet their final destiny. Of course, some deserve to 
make that crossing sooner than others. That's 
where you come in. 

Cleric: Fear and pride-these are the 
enemies of great deeds. You take advan¬ 
tage ol these traits in vonr Iocs, and you 
quell them in your allies. You guide 
your companions on the path to great¬ 
ness, hut vou know that their stories w ill 
eventually end. 

Invoker: There is winter in vonr 

■i* 

soul* as if ice flows through your veins. 

You see death in the faces of vour _ 

"1 
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closest friends, and even babes in llu ir mothers' 
arms seem hut guttering candles in a limitless 
darkness. You bear a power older t han the Raven 
Queen, yet she granted it to you as her hand hi the 
world. You are honored to take that mantle upon 
your shoulders, but sometimes it weighs heavilv. 

Paladin: You do not fear your ow n death, but your 
friends are another matter. You see in their deeds the 
hand of fate, and ii is your duty to protect them until 
their deaths serve providence. You don’t know how it 
all ends, but when your soul goes to meet the Raven 
Queen, you w ill uoi regret how you served her, 

Sehanine w. 

The moons glow, the crisp leaves of autumn, q 
the magicians trick, the kiss between 
lovers—all are signs ol Sehanine s favor, Sou 
know this because vou can feel her smile in 
vour soul when vou see them. You roam die 
world seeking your destiny* taking such omens 
as signals to guide your shadow y way. 

As a worshiper of Sehanine. pick powers that allow 
you to avoid notice or escape trouble. C hoose training 
in Bluff, Perception, and Stealth. 

Avenger: Your soul has always lurked in the shad¬ 
ows, Even in the center of a crowded room* you felt as 
though you watched from hiding. Only the moon saw 
vou lor who vou are, Onlv Sehanine answered the 

^ iff 

call you could not utter. Now beneath her bright smile 
vou serve as her hidden blade, and when she clasps 
your soul in her hand* you strike. 

Cleric: I tie is a prank the gods play upon souls, 
but at least you Ye in on the joke. Fate. life, death- 
those ideas mean little when it comes down to it. The 

truth is that each moment is what you make It* and 

# 

for you there’s nothing better than spending those 
moments with friends* Thev don't always see what 
you find so funny* hut with a little help from you. they 
can laugh at deal It too. 

Invoker: Some would call vou a trickster, others 
would call you a thiol or a cheat, hut they'd have to 
catch you first, and even then you'd figure out how 
to slip free. You know that the secret to life is living it 
well, and you use others as unwitting pawns it) ways 
that amuse you* Sehanine approves, of course* If she 
didn't, you know she'd steal back the gifts she has 
given-because you'd do the same in her place. 

Paladin: You cant sav lor certain where the bound- 
ary between right and w rong lies, but as you travel 
the road of life, you make sure to keep between those 
ditches. Yet there’s one thing you and Sehanine can’t 
leave behind, one thing that's worth going off your 
course for: love. Whether it's for the passion between 
two or the camaraderie ofmanv. vou’11 stand vour 

w ■* rf 

ground. Right and wrong don't mean a thing when you 
raise vour shield-or draw vour sword-for love. 
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The background section in Chapter 3 of Flavor s Hand- 
book 2 fleshes out the basics of character generation, 
it provides story hooks for a character's background 
a nd add s game b e ncfi t s that ref1 ec t vv ho y o 11 we re 
before von became an adventurer. 

mf 

Here arc several backgrounds you can use or adapt 
to your divine character. After choosing your back 
ground elements, you can (with your DMs consent) 
select one of the following background benefits. 

+ Gain a +2 bonus to checks with a skill associated 
wit h your background. 

+ Add a skill associated with your background 
to your class's skills list before you choose vour 
trained skills. 

♦ Choose one language connected to your back- 
g rou nd . Yo u c a n speak, re ad . a nd write that 
i a ng 1 1 age 11 uenlh, 

■f 11 you are using a campaign setting that offers 
regional benefits (such as the Forgotten Realms' 
setting), gain a regional benefit. 

Convert 

You were a member of the clergy of a different deity, 
but something made you change vour allegiance. 
What deity did von worship before? Was it an evil 
god or some false idol? Did some tragedy or miracle 
drive you to follow another god? Did you lose faith in 
your previous deity for some reason, or did you walk 
away from that life due to more worldly concerns? 

Did you meet someone w ho changed your mind? 

Do your old allies wash you well, or do they want 
you back? 

Associated Skids; Insight, Religion 

Disbeliever 

in your early life, you never had much respect for 
gods, but something changed vour mind. You still 
don't know if you can trust the gods you pray to. but 
you cant turn away from the powers they give. What 
happened in the past that made you wary of religion? 
What happened to provoke your return to worship? 
Are you a true believer now. or are you doing the 
god s work because of what you hope to gain? 
Associated SMIs; Bluff, Insight 

Divinely Inspired 

Following your divine path seems as natural to you 
as breathing air. You never heard the call to religion 
because it’s always been in you. Even as a child, 
you heard voices others could not and saw signs no 
one else seemed to understand. Did von hide your 


connection to the divine, or did others know about it? 
Were you an outcast because of your odd behavior, or 
did the community look to you because of vour gifts? 
Associated Skills; Insight. Religion 

amiiy Tradition 

You come front a long family line with members 
devoted to religion. Does the tradition of worship 
i n your fa m i Iy e x ten d to eve ryon e. or ju st certa i ] l 
members of the family? Are members of the family 
forced to adopt the tradition, or is the divine calling 
something happily shared by everyone? \ \as everyone 
worshiped the same deity? Are you breaking with tra¬ 
dition in some wav? 

Associated 5kids: Diplomacy, I fistory 

Followed a Cult 

You participated in a cult and worshiped a false god 
before you saw the true path. Did you follow a mortal 
demagogue, or w as tlie cult dedicated to some magi¬ 
cal creature or supernatural threat? Was the cult 
nefarious or simply misguided? How did you escape 
the cult and find vour way? Does the cult still exist, 
or was it crushed or dispersed? Do you still secretly 
believe the cult’s teachings, or do you hunger ior 
revenge against those who lied to you? 

Asso dated Skills: Stealth, St re e t w i se 

Found Religion 
Among Others 

You gained your appreciation of your deity in a cul¬ 
ture not your own. and you worship in a maimer 
unfamiliar to your own people. Did you come to wor¬ 
ship among another race or in some foreign culture? 
Was the place where you gamed your appreciation 
for the faith in a distant land or on some other plane? 
What are the ways that you worship that others might 
find strange? 

Associated Skills: Diplomacy, a skill another race 
gains a bonus to 

Heretic 

You worship the same god or gods as others who 
share your choice, but you see those deities differ¬ 
ently. You believe some legend in contradiction to 
common thought about your gods, or you practice 
rites in honor ofyour deity to which others object. 
What is it that you do or think that most people 
reject? Arc you looking to make converts, or do you 
come from a heretical sect? Are you hunted by other 
faithful? Why did you take this difficult path when 
ordinary beliei was open to you? 

Associated Skills; History, Stealth 












Missionary Lin 

You or your parents struck out into the wilds to 
spread the word of wuir god. Did you travel all over, 
or stay in one place to preach to a particular group? 
Were you met v\ it h hospital in or hostility? How did 
you survive in your travels? Did you give up the work, 
or do vou still seek converts? Do vou count am con 
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verts in distant places as friends? 

Associated Skills; In durance. Nature 

Out for Revenge 

You follow your god not because vou believe in what 
the god stands for, hut because you and your deity 

have a common enemv. What individual, nation, or 

** 

race do you desire vengeance against? What hap¬ 
pened that made you so hell bent on justice? How 
are other faithful likely to view your single-minded 
pursuit? 

Associated Skills; Endurance, Intimidate 

Penitent 

You did something you Ye not proud of, a crime that 
still haunts your thoughts* What did you do? W ere 
you a worshiper of your god when you committed 
the deed? Why is dedication to a deity the answer for 
you? Are those you wronged dead, or are they still 
looking for you? Did you really do something terrible, 
or do you just think you did? 

A ssori a ted Ski I Is: S tea 11 h, 1 h ie ve rv 


Touched by an Angel 

You have encountered dangerous imm< trials for as long 
as you can remember. and a guardian a ngel taught you 
much of what you know about your god. What was the 
angel who watched over you like? Is the angel alive or 
dead? Why did the angel take an interest? What other 
immortals might interfere with your life? 

Associated Skills: Arcana. Perception 

Veteran of a 
Religious War 

You (ought hard for a divine cause but later turned 
a wav from that life. Whv did vou take up arms for 
your god? h the war over, or are people still fighting 
it? I lave you left that life behind, or do the feelings 
that brought you to battle for your religion still seethe 
within vou? 

j 

Assoriated Sk ills; A t h I et ics. Tnt i m kl ate 

Ward of the Temple 

You grew up in a temple. You ran barefoot there and 
played games in the shadow of statues, Why were y ou 
left at the temple as an orphan or a ward? Are your 
parents still alive? Who took care of you, and is that 
person still alive? Where was the temple? W as more 
than one deity worshiped there? Did vou have any 
rivals among the worshipers or ttie clergy? 

.Associated Skills; I leal. Religion 
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Feats provide you with a powerful too] fnr describ¬ 
ing your character's unique experiences, training, 
and natural knacks and talents. Two human clerics 
of Pelor might have similar ability scores and power 
selections, but if one chooses feats that reinforce 
healing powers and the other selects feats that give 
numerous options for Channel Divinity, they'll play 
differently at the table. 

You must meet a feats prerequisites, if any, to 
take the feat, Tfyou ever lose a prerequisite for a feat, 
you cant use the feat until you meet the prerequi¬ 
site again, A feat that has a class as a prerequisite is 
available only to members of that class, including 
characters who have joined the class through a class- 
specific multiclass lean 

Heroic Tier Feats 

Feats in this section are available to characters of any 
level who meet the prerequisites. 


Avenging Allure 

Prerequisite: Avenger, Censure of Unity class 
featu re 

Benefit: V\ lien yo u u sc y on r bo n d of c e n su re p owe r, 
add 2 to [he number of squares you can pull the 
target. 

Avenging Opportunist 

Prerequisite: Human, avenger, oath of enmity 
power 

Benefit: The first time in an encounter when you 
reduce your oath of enmity target to 0 hit points, you 
gain an extra move action that you must use before 
the end of your next turn. 

Baleful Malediction 

Prerequisite: Invoker. Covenant of Malediction 
class feature 

Benefit: Whenever you use a divine encounter or 
daily attack power on your turn, each target hit by the 
power takes a -2 penalty to attack rolls against you 
until the start of your next turn. 
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Armor of Burning Wrath 

Prerequisite: Invoker. Covenant ol Wrath class 
feature 

Benefit: Your armor of wrath power deals fire 
and radiant damage and gains the fire keyword. The 
target of vour armor of wrath power takes a -1 penalty 
to saving throws until the end of your next turn. 

Armor of Vengeance 

Prerequisite: Avenger, Censure of Retribution 
class feature, oath of enmity power 

Benefit: While you are adjacent to your oath of 
enmity target, you gain a -1 bonus to all defenses 
against all creatures other than that one. 

Astral Enmity 

Prerequisite: Dcva, avenger, oath of enmtry power 
Benefit: If you use your memory of a thousand life¬ 
times racial power to increase an attack roll against 
your oath of enmity target, you deal extra damage 
equal to the bonus gained from the racial power. 

Astral Preservation 

Prerequisite: Deva, invoker, Covenant of Preser¬ 
vation class feature 

Benefit: When you use your preservers rebuke 
power, each ally within 2 squares of you gains a Tl 
bonus to all defenses against attacks made by blood¬ 
ied creatures until the end of the encounter. 


Battle Healer 

Prerequisite: Cleric, healiry ward power 
Benefit: When you use your healing word, you 
regain hit points equal to your Strength modifier. 

Blessed Scoundrel 

Prerequisite: Halfling, any divine class 
Benefit: When vouuse vour s ecan d cli ance racial 
power and the enemy misses you with its attack, you 
can spend a healing surge. 

Blessed Shifter 

iPrerequisite: Shifter, paladin 
Benefit: When you use your longfoath shifting or 
raiordaw shifting racial power, you gain a bonus equal 
to your Wisdom modifier to melee damage rolls with 
divine powers until the end of your next turn. 

Blessing of Avan dr a 

Prerequisite: Hal fling. cleric 
Benefit: When you use vour second chance racial 
power and the attack misses, one ally within 5 
squares of you can spend a healing surge. 

Blessing of Corellon 

Prerequisite: Elf, cleric, healing ward power 
Benefit: When you use your riven accuracy racial 
power and the attack hits, one ally within ^ squares 
of you can spend a healing surge. 
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Breath of Life 

Prerequisite: Pra^ mborn. cleric 
Benefit: Your draper: breath racial power targets 
only enemies. A Hies w i i h h i the blast of your dragon 
breath gain temporary hit points equal to your 
Strength modifier. 


Defensive Healing Word 

Prerequisite: Cleric. heaHmj word power 
Benefit: When you use your healin# word, the 
target also gains a power bonus to al! defenses equal 
to your C harisma modifier against the next at tack 
made against him or her. 


Brilliant Darkfire 

Prerequisite: Drow. any divine class 
Benefit: When you hit a target with your darkfire 
racial power, the larger gains vulnerability to radiant 
damage equal to your Charisma modifier until the 
end of your next turn, 

Channel Might 

Prerequisite: Paladin 

Benefit: After you use a Channel Divinity power, 
you gain a +1 power bonus tn vour next melee attack 
roll made before the end of vour next turn. 

Clarity of Spirit 

Prerequisite: Kalashtar. any divine class 
Benefit: When you use your bastion of mental 
clarity racial power, you or one ally in the burst can 
spend a healing surge. 

Closing Pledge 

Prerequisite: Avenger, Censure of Pursuit class 
feature, oath of enmity power 

Benefit: When you hit your oath of cumin target 
with a ranged attack, you can shift a number of 
squares equal to 1 + y our Dexterity modifier as a 
free action, as long as you end that shift closer to the 
target, 

Darkfire Vitality 

Prerequisite: Drow, cleric 
Benefit: When any ally hits an enemy that is 
under the effect of vour darkfire racial power, that ally 
gaIns temporary 1 1 it pohits equal to your Charisma 
modifier. 

Deadly Rebuke 

Prerequisite: Invoker, Covenant of Preservation 
class feature 

Benefit: When you use your preserver s rebuke 
power, add vour intelligence modifier to the damage 
roll of the attack that gains the bonus from the power. 


Demonbane 

Prerequisite: Any divine class 
Benefit: When you use a divine power that nor¬ 
mally targets undead, you can also target creatures of 
the elemental origin. 

Demonbane Malediction 

Prerequisite: Invoker, Covenant of Malediction 
class feature 

Benefit: If you hit a creature of the elemental 
origin with your mafedfetorV doom power, that target 
also grants combat advantage to the next ally of yours 
who attacks it before the end of your next turn, 
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Devilbane 

Prerequisite: Any divine class 
Benefit: When you use a divine pow er that nor¬ 
mally targets undead, you can also target creatures of 
the immortal origin. 

Devoted Paladin 

Prerequisite: Paladin, lay on hands power 
Benefit: When vou use your lav on hands on an 
ally, that ally regains additional hit points equal to 
you r Cbar isma mo d i fi e r. 

When you select this feat, you r number of healing 
surges increases by one. 

Divine Approval 

Prerequisite: Human, any divine class, Channel 
Divinitv class feature 

Benefit: When you use a Channel Divinity power, 
you can also make a saving throw as a free action. 

Divine Assault 

Prerequisite: Half-ore, paladin 
Benefit: When vou use vour furious assault racial 
power, one ally within 5 squares of you gains a bonus 
equal to your Strength modifier to his or her melee 
damage rolls against the target until the start of your 
next turn. 


Defensive Grace 

Prerequisite: Cleric, healers mercy power 
Benefit: When vou use vour healer's merer, you 
gain a power bonus equal to your Charisma modifier 
to all defenses until the end of vour next turn. 


Divine Distraction 

Prerequisites: Avenger, Censure of'UniU class 
f e at u re. oa th of e n m it; p owe r 

Benefit: When you are adjacent to vour oath of 
enmity target, vour allies gain a -I bonus to damage 
rolls against that target. 

The bonus Increases to +2 at Lllh level and ^3 at 
21st level. 
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HEROIC TIER FEATS 


Any Divine Class 

Other Prerequisites 

Benefit 

Blessed Scoundrel 

Halfiing 

Spend heating surge with second cbonce 

Brilliant Darkfire 

Drow 

Targets of darkfire gain vulnerable radiant 

Clarity of Spirit 

Kalashtar 

You or ally spends healing surge when you use bastion 

■ . 

of mentai darrty 

Demonbane 


Powers that target undead also target efementals 

Devilbane 

— 

Powers that target undead also target immortals 

Divine Approval 

Human, Channel Divinity 

Channel Divinity grants you a saving throw 

Elemental Blessing 

Genasi 

You or ally gains temporary hp when you use 
elemental manifestation 

Fickle Servant 

Changeling or doppelganger 

+3 on Religion checks, and you can choose feats from any domain 

Furious Devotion 

Hal i-orc, Channel Divinity 

+2 damage with divine powers after you use Channel Divinity 

Healing Step 

Efadrin 

Grant temporary hp with fey step 

Hidden Channeling 

Gnome, Channel Divinity 

Channel Divinity grants you concealment 

Holy Savagery 

Shifter, Channel Divinity 

Channel Divinity grants you +1 to melee attacks when bloodied 

Holy Speech 

Fluent in Supernal 

Extra success in skill challenges using Bluff, Diplomacy, 
or Intimidate 

Infernal Blessing 

Tiefling 

Ally regains hp when you use infernal wrath 

Kord’s Resilience 

Goliath 

Stone's endurance extends to adjacent allies 

Majestic Presence 

Deva 

Adjacent allies gain resist 3 necrotic and resist 3 radiant 

Nimbus of Light 

— 

Allies gain +1 to attacks with radiant powers after you use 
a radiant power 

Religious Dabbler 

Half-elf 

Use at-will power from another divine class as encounter power 

Versatile Channeler 

Channel Divinity 

Gain another class's Channel Divinity power 

Warforged Faith 

Warforged 

Warforged resolve also aiFects adjacent ally 

Avenger Feat 

Other Prerequisites 

Benefit 

Armor of Vengeance 

Censure of Retribution, 
oath of enmity 

+1 to defenses against creatures other than your oath 
of enmity target 

Astral Enmity 

Deva, oath of enmity 

Bonus from memory of a thousand lifetimes also applies to damage 
rolls against your oath of enmity target 


Avenging Allure Censure of Unity Full target 2 extra squares when you use bond of censure 

Avenging Opportunist Human, ontb of enmity Gain extra move action when you reduce your oath 

of enmity target to 0 hit points 

Closing Pledge Censure of Pursuit, Shift closer to your ontb of enmity target after hitting it 

oath of enmity with ranged attack 

Divine Distraction Censure of Unity, Allies gain bonus to damage your 00 th of enmity target when you 

oath 0 / enmity are adjacent to target 


Evade and Strike 

Halfiing, oath of enmity 

if your oath 0 /enmity target misses due to second chance, 
you gain +2 to damage against target 

Fearsome Wrath 

Ha If-ore, oath o/enmity 

Use furious assault to penalize attacks of your oath of enmity target 

Fey Fate 

Elf, oath of enmity 

If you hit your oath 0 /enmity target with e/verc accuracy, 
you gain +2 to damage against target 

Feyborn Pursuer 

Eladrin, oath of enmity 

Teleport extra 5 squares with fey step if you end adjacent 
to your oath of enmity target 

Oath Strike 

Doth of enmity 

Mark your oath of enmity target 

Psychic Retaliation 

Kalashtar, oath of enmity 

Use bastion of mentai clarity to change your oath of enmity target 

Taunting Visage 

Changeling or doppelganger, 
oath of enmity 

Use changeshope to gain combat advantage against your oath 
of enmity target 

Unleash the Beast 

Shifter, oath of enmity 

Use racial power as immediate reaction when hit by your oath 
of enmity target 

Vicious Darkfire 

Drow, oath of enmity 

Use darkfire against your oath of enmity target to give it 
vulnerability to all damage 




Clerk Feat 

Other Prerequisites 

Benefit 

Battle Healer 

Healing word 

Regain hit points when you use heafirt# word 

Blessing of Avandra 

Half ling 

If enemy misses due to second chance, ally can spend healing surge 

Blessing of Co re! Eon 


If you hit with elven accuracy , an ally can spend healing surge 

Breath of Life 

Drag on born 

Your dragon breath gives temporary hp to allies 

Dark fire Vitality 

Drow 

Allies gain temporary hp when they hit enemies under your dark fire 

Defensive Grace 

Healer’s mercy 

Bonus to defenses when you use healer’s mercy 

Defensive Healing Word 

Heal In# word 

Bonus to recipient's defenses when you use healing word 

Dwarf Battle Priest 

Dwarf, healing word 

Gain temporary hp when you use heating word 

Feyborn Fortune 

Gnome, divine/ortime 

Divine fortune also affects one ally 

Healer’s Implement 

— 

Add holy symbol enhancement bonus to healing powers 

Holy Resolve 

Warforged 

Bonus to healing you grant after using warforged resolve 

Pacifist Healer 

— 

Your healing powers are better, but you’re punished for 
damaging bloodied foes 

Shared Perseverance 

Human 

When you grant a saving throw, your ally gains -1 to the roll 


Invoker Feat 

Other Prerequisites 

Benefit 

Armor of 

Covenant of Wrath 

Armor of wrath gains fire keyword, and target takes 

Burning Wrath 


-1 to saving throws 

Astral Preservation 

Deva, Covenant of 

When you use preserver’s rebuke, nearby allies gain +1 against 


Preservation 

attacks by bloodied creatures 

Baleful Malediction 

Covenant of Malediction 

Enemies you hit with encounter or daily powers take 
-2 to attacks against you 

Deadly Rebuke 

Covenant of 

Preservation 

Gain more damage with preserver s rebuke 

Demonbane 

Covenant of Malediction 

Elemental* you hit with maledictor J s doom grant 

Malediction 


combat advantage to your ally 

Elemental Rebuke 

Genasi, Covenant of 

Preservation 

Ally gains benefits when you use preserver's rebuke 

Fey Preserver 

Eladrin, Covenant of 
Preservation 

Teleport ally 2 squares when you use preserver’s rebuke 

Infernal Malediction 

Tiefling 

Your attacks gain fear keyword when you use inferno/ wroth 

Invoke Resilience 

Human 

Ally gains +1 to next saving throw when you use a divine power 

Invoke Teamwork 

Half-elf 

Ally gains +1 to defenses when you use a divine power 

Preserver’s Call 

Kalashtar, Covenant of 

Preservation 

Pull allies 1 square closer when you use a dally divine power 

Preserving 

Gnome, Covenant of 

Grant concealment to ally when you use preserver's rebuke 

Concealment 

Preservation 


Wrath of Ages Past 

Dwarf, Covenant 

Gain more damage when you use armor of wrath against 


of Wrath 

enemies larger than you 

Wrath of the 

Goliath, Covenant of 

Knock target prone when you use armor of wrath 

Mountain King 

Wrath 


1 Paladin Feat 

Other Prerequisites 

Benefit 

Blessed Shifter 

Shifter 

Gain more damage with melee attacks when you use shifting 

Channel Might 

— 

You gain +1 to melee attacks after you use Channel Divinity 

Devoted Paladin 

Lay on bands 

Gain 1 healing surge, add Charisma modifier to foy on hands 

Divine Assault 

Halforc 

Ally gains damage bonus against target of yourfunous assault 

Divine Perseverance 

Human 

You gain -1-2 on your next attack after you succeed on a save 

Draconic Challenge 

Dragonborn 

Your dragon breath places your divine sanction on enemies 

Elemental Challenge 

Genasi 

Your divine challenge deals acid, cold, fire, lightning, or thunder damage 

Group Defense 

Half-elf 

Allies gain +1 to defenses against creatures you mark 

Mark of the Infernal 

Tiefling 

You can use divine sanction when your infernal wrath attack hits 

Mighty Challenge 

Divine challenge 

Divine challenge deals extra radiant damage 

Protector’s Commitment 

ChalS 

Gain +1 on attacks when you or target is adjacent to bloodied ally 

Strength of Stone 

Goliath 

Ally gains resist all when you use fay on hands or call of virtue 

Virtuous Recovery 

— 

Gain resist all when you spend healing surge 

Warforged Example 

Warforged 

Allies can save against ongoing damage when you use warforged resolve 







Divine Perseverance 

Prerequisite: Human* paladin 

Benefit: W he n you s ucc e cd on a sav i ng 1 h row, 
you gain a +2 bonus to your next attack roll made 
before the end of vour next turn. 

Draconic Challenge 

Prerequisite: Dragonborn, paladin 

Benefit: When you use your dragon breath racial 
power, you subject each enemy targeted by that 
power to your divine sanction. This divine sanction 
lasts until the start of vour next turn. 

Dwarf Battle Priest 

Prerequisite: Dwarf, cleric, healing word power 

Benefit: When you use your healing word on an 
ally, you gain temporary hit points equal to your Con¬ 
stitution modifier. 

Elemental Blessing 

Prerequisite: Gcnasi. any divine class 

B e ne fi t: W he n y on u sc t he r ac i a 1 po weras so c i ■ 
atcd with your elemental manifestation. you or one 
ally within 5 squares ol you gains temporary hit 
points equal to your Strength modifier. 

Elemental Challenge 

Prerequisite: Genasi, paladin 

Benefit: When you deal damage to a creature b\ 
using yotur divine challenge power, you can change the 
damage type from radiant to acid, cold. lire, light¬ 
ning, or thunder. Choose each time you deal damage 
with divine challenge. 

Elemental Rebuke 

Prerequisite: Genasi, invoker. Covenant oi Pres¬ 
ervation class feature 

Ben efi t: VV he n y ou u s e yo u r p rese r ve r s re bufc e 
power, you also grant a bonus to the ally attacked by 
the triggering enemy based on your current elemen¬ 
tal manifestation. 

Eardisoul: The ally gains a +1 power bonus to For¬ 
titude and to saving throws until the start of your 
next turn, 

Hresoul; The ally gains a +1 power bonus to Reflex 
and resist 5 fire until the start of your next turn. 

Storm soul: The ally gains a +1 power bonus to For¬ 
titude and resist 5 lightning until the start oi your 
next turn. 

Wa terse id: The ally gains a +5 power bonus to 
saving throws against ongoing damage until the start 
of vour next turn. 
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Windsoul: The ally gains a +1 power bonus to speed 
and resist 5 cold until the start of vour next turn. 


Evade and Strike 

Prerequisite: Half ling, avenger, oath of enmity 
power 

Benefit: When your oath of enmity target misses 
on an attack you forced it to re roll by using vour 
second chance racial power, you gain a +2 bonus to 
damage rolls against that target until the end of your 
next turn. 

The bonus increases to +4 at 11th level and -f6 at 
21st level. 

Eearsome Wrath 

Prerequisite: Half ore, avenger, oath of enmity 
power 

Benefit: When you use vour furious assault racial 
power against your oath of emnrtv target, the target 
takes a 1 penalty to attack rolls until the start of your 
next turn. 

Fey Fate 

Prerequisite: Elf, avenger, oath of cumin power 
Ben e fit: \ V he n vou u s e vo u r five n a cc U ra cv rac i a 1 
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power to reroll an attack roll made against your oath 
of enmity target and you hit, you gain a 42 bonus to 
damage rolls against that target until the end of vour 
next turn. 

The bonus increases to 44 at 11th level and +6 at 
21 st level. 

Fey Preserver 

Prerequisite: Eladrin, invoker, Covenant of Pres¬ 
ervation class feature 

Benefit: \V hen vou use yonr preser ve r s reh ufc e 
power, you can also teleport the ally who was hit by 
the triggering enemy 2 squares. 

Feyborn Fortune 

Prerequisite: Gnome, cleric, divine far time power 
Benefit: When you use your divine fortune, you 
also grant the +1 bonus to an ally within 5 squares 
of you. 

Feyborn Pursuer 

Prerequisite: Eladrin, avenger, oath of enmity 
power 

Benefit: When you use t our fh step racial power, 
you can teleport an extra 5 squares as long as you end 
adjacent to vour oath of enmity target. 

Fickle Servant 

Prerequisite: Changeling or doppelganger. any 
divine class 

Benefit: Y bu can select domain feats for anv 
domain, not just those for domains associated with 
your deitv. 

Also, you gain a +3 feat bonus to Religion checks. 



Furious Devotion 

Prerequisite: Half ore, any divine class* Channel 
Divinity class feature 

Benefit: When you use a Channel Divinity power* 
you gain a +2 bonus to damage rolls with divine 
attack powers until the end ol your next turn* 

Group Defense 

Prerequisite: Hall ell* paladin 
Benefit: Allies gain a +1 bonus to all defenses 
against creatures marked by you* 

Healers Implement 

Prerequisite: Cleric 

Benefit: When vou grant healing with any of 
your cleric healing powers, add your holy symbol's 
enhancement bonus to the hit points the recipient 
regains* 

Healing Seep 

Prerequisite: Eladrin, any divine class 
Benefit: W hen you use your fey step racial power, 
one ally adjacent to either your original space or your 
destination space gains temporary hit points equal to 
your Intelligence modifier and can shift 1 square as a 
tree action. 

Hidden Channeling 

Prerequisite: (mome. any divine class* Channel 
Divinin’ class feature 

Benefit: When vou use a Channel Divinity power, 
you gain concealment until the end of your next turn. 

Holy Resolve 

Prerequisite: War forged, cleric 
Benefit: When you use your warforged resotve 
racial power, add your Strength modifier to the hit 
points regained b\ targets of your cleric healing 
powers until the end of your next turn* 

Holy Savagery 

Prerequisite: Shifter, am divine class, Channel 
I Jivinity class feature 

Benefit: When you use a Channel Divinity power 
while you are bloodied, v ou gain a +1 bonus to melee 
attack rolls until the end of vour next turn* 
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Holy Speech 

Prerequisite: Any divine class, fluent in Supernal 
Benefit: W hen you use Bluff! Diplomacy, or 
Intimidate in a skill challenge* you gain an extra suc¬ 
cess toward completing the skill challenge the first 
time you succeed on a skill check involving any one of 
those skills. 


Infernal Blessing 

Prerequisite: Tiefling, any divine class 
Benefit: When you use vour infernal wrath racial 
power* one ally adjacent to you regains hit points 
equal to your Charisma modifier and gains a +L 
power bonus to his or her next attack roll against an 
enemy that hit vou since vour last turn* 

Infernal Malediction 

Prerequisite: Tiefting, invoker 
Benefit: When you use your irifermi] wrath racial 
power, all attai ks you make until the end of vour next 
turn gain the fear keyword. 

Invoke Resilience 

Prerequisite: I fuman* invoker 
Benefit: When you use a divine encounter or 
daily attack power on your turn* one ally within 10 
squares ofyou gains a +1 power bonus to his or her 
next saving throw before the end of vour next turn. 

Invoke Teamwork 

Prerequisite: Half-elf, invoker 
Benefit: When vou use a divine encounter or 
daily attack power on vour turn, one ally within 10 
squares ol you gains a +1 power bonus to all defenses 

until the end of your next turn. 
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Kord's Resilience 

Prerequisite: Goliath, any divine t 'ass 
Benef it: While your stmteV endurance racial power 
is active, allies adjacent to you have the same resis¬ 
tance that the power grants you. 

Majestic Presence 

Prerequisite: Deva* any divine class 
Benefit: Allies adjacent to you gain resist ^ 
necrotic and resist \ radiant*The resistance increases 
to 5 at 11 tli level and 10 at list level* 

Mark of the Infernal 

Prerequisite: lie [ling, paladin 
Benefit: 11 an attack enhanced by your in/mial 
wrath racial power hits, you also subject the target to 
your divine sanction* This divine sanction lasts until 
the start of vour next turn. 

Mighty Challenge 

Prerequisite: Paladin, divine c/aiiicmfc power 
Benefit: W he never a target of your divine challenge 
takes damage Irum that power, it takes extra radiant 
damage equal to your Strength modifier. 
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Nimbus or Light 

Prerequisite: Am divine class 
Benefit: When you use a divine encounter or 
daily power that lias the radiant keyword, you can 
create a zone of bright light in a close burst 1, The 
zone lasts unis I the end of vour next turn. Allies 
within the zone gain a -1 power bonus to attack rolls 
with radiant powers. 

Oath Strike 

Prerequisite: Avenger, oath of enmity power 
Benefit: When von use oath of enmity, you can 
mark the target until the end of your next turn. 

Pacifist Heater 

Prerequisite: Cleric 

Benefit: When you use a divine power that allows 
a target to spend a healing surge, the target regains 
additional hit points equal to ld 6 + your Charisma 
modifier* The additional hit points increase to 2d6 + 
your Charisma modifier at 11 th level, and to id 6 + 
vour Charisma modifier at 21st level. 

Also, whenever you deal damage to a blood¬ 
ied enemy, you are stunned until the end of vour 

■#. f f 

next turn. 

Preserver's Call 

Prerequisite: Kalashtar, Invoker, Covenant of 
P re se r vat io n c la s s fe at u re 

B e n efit: W hei i vou use a d i v i ne d a i 1 v a 11 ac k 
power on your turn, you can pull each ally within 5 
squares ot you 1 square instead of using the normal 
benefit of vour Covenant Maui testation. 

Preserving Concealment 

Prerequisite: Gnome, invoker. Covenant oi Pres¬ 
ervation class feature 

Benefit: When you use your preservers rebuke 
power, you can also grant concealment to the ally 
who was hit by the triggering enemy The conceal¬ 
ment lasts until the end of your next turn. 

Protector's Commitment 

Prerequisite: Cha 1.5, paladin 
Benefit: When you or your target is adjacent to a 
bloodied ally, you gain a +1 bonus to attack rolls. 

Psychic Retaliation 

Prerequisite: Kalashtar, avenger, oath of enmity 
power 

Benefit: When you use y our bastion oj mental clar 
ity racial power, you can make the triggering enemy 
your new oath of enmity target as a tree action. 


Religious Dabbler 

Prerequisite: Halt-elf any divine class 
Benefit: Choose a 1 st-level at-will attack power 
from a divine class other than y our own. From now 
on, you can use either that power or the power 
you gained from your Dilettante racial trait as an 
encounter power (but you can’t use both in the 
same encounter). 

Shared Perseverance 

P r ex e qu isite: 1 lu ma n. cl eric 

Benefit: W hen you use a power that allows an ally 
to make a saving throw, the ally gains a +1 bonus to 
the saving throw. 

Strength of Stone 

Prerequisite: Goliath, paladin 
Benefit: When you use your lay on hands or call of 
virtue power on an ally, the ally gains resistance to all 
damage equal to your Strength modifier until the end 
of vour next turn. 

Taunting Visage 

Prerequisite: Changeling or doppelganger, 
avenger, oath of e limit i' power 

Benefit: If you use your diantjf diape racial power 
to assume the appearance of your oath of mmih' 
target, you gain combat advantage against that crea¬ 
ture until the end of your next turn. 

Unleash the Beast 

Prerequisite: Shifter, avenger, oath of enmity 
power 

Benefit: If you are bloodied after your oath of 
enmity target hits you, 3011 can use your lory tooth shift - 
in# or razordmv shifting racial power as an immediate 
reaction. 

Versatile Channeler 

Prerequisite: Any divine class, Channel Divinity 
class feature 

Benefit: Choose a divine class other than vour 

* 

own and a Channel Divinity power available as a 
class feature For that class. Add that Channel Divin¬ 
ity power to your list cTavailable Channel Divinity 
powers. 

Vicious Darkeire 

Prerequisite: Drow, avenger, oath oj enmity' power 
Benefit: Whenever you hit your oath of enmity 
target with your Jarfefirc racial power, it gains vulner¬ 
ability to all damage equal to vour Dexterity modifier 
until the start of vour next turn. 
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Virtuous Recovery 

Prerequisite: Paladin 
Benefit; Whenever you spend a healing surge, you 
gain resistance to all damage equal to your W isdom 
modifier until the start of your next turn. 

•r 


War forged Example 

Prerequisite: War forged, paladin 
Benefit: When you use your warforged resolve 
racial power, each alh within 5 squares of you can 
make a saving throw against one effect that deals 
ongoing damage and that a save can end. 


Wareorged Faith 

Prerequisite: War forged, any divine class 
Bene f it: W hen you use your wa r for$ed resolve 
racial power, one ally adjacent to you gains temporary 
hit points equal to your Constitution modifier and 
can make a saving throw against an effect that deals 
ongoing damage and that a save can end. 


Wrath oe Ages Past 

Prerequisite: Dwarf, invoker. Covenant of Wrath 
class feature 

Benefit: W'hen you use vour armor of wrath power 
against an enemy larger than you. add your W isdom 
modifier to the damage dealt by the power 


Paragon Tier Feats 

A character must he at least 11th level to seitu t am of 

m 

the feats in this section. 

Armored by Faith 

Prerequisite: 11th level, any divine ckt>s 1 ban 

nel Divinitv class feature 

* 

Benefit: When you use a Channel Di inin power, 
you gain temporal*} hit points equal to your W Kilom 
modifier. 

Avenging Surge 

Prerequisite; 11th level, avenger, Censure of 
Unity class feature, oath of enmity power 

Benefit: When an all} hits your oath of enmn} 
target, you gain temporary hit points equal i S 
per ally adjacent to that target. 

Censure’s Grip 

Prerequisite; l Ith level, avenger. Censure of Vut 
suit class feature, oath of enmity power 

Benefit: When you have combat advantage 
against your oufli of enmity target and hit it with an 
avenger power, your target cannot shift away from 
vou until the end of vour next turn. 

m* ■* 

Clinging Radiance 

Prerequisite: 11th level, any divine class 
Benefit: When you hit a target with a divine 
attack power that has the radiant keyword, the target 
loses any concealment or total concealment it has and 
cannot gain concealment or total concealment until 
the end of your next turn. 
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Wrath of the Mountain King 

Prerequisite: Goliath, invoker. Covenant of 
Wrath class feature 

Benefit: When vou use vour armor oj wrath power, 
you can choose to knock the target prone after push¬ 
ing it. 















Contagious Challenge 

Prerequisite: lltli level, paladi n, divine challenge 
power 

Benefit: When you hit an enemy marked by your 
divine challenge, yon also subject one enemy adjacent 
to the target to your divine sanction. This divine sanc¬ 
tion lasts until the start ofvour next turn, 

Darkeoe 

Prerequisite: 11th level, any divine class, Chan¬ 
nel Divinity class feature 

Benefit: When von use a Channel Divinity 

a- -r 

power, you and each ally within 10 squares of you 
gain resistance lo necrotic damage equal to 5 4- your 
Wisdom modifier until the start of your next turn. 

Devout Guidance 

Prerequisite: 1 lth level, avenger, di vine guidance 
power 

Bene fit: W r he n you use vo nr divine g u i d anc e . 
the target gains a +3 power bonus to the second 
attack roll. 

Divine Cleansing 

Prerequisite: 11th level, cleric, turn undead power 
Benefit: When you deal damage to at least one 
Linde ad enemy with your turn imdrud, each ally in the 
p ow e r s bu rs L c a n m ake a s avi ng t hrow. 


Eager for Blood 

Prerequisite: 11th level, avenger 
Benefit: During the first round ofcombat, your 
avenger weapon attacks deal l|\Vj extra damage. 

Extended Healing 

Prerequisite: 11th level, cleric, healing ward power 
Benefit: The burst of your healing ward increases 
bv 5. 

Focused Wrath 

Prerequisite: 11th level, invoker, Covenant of 
Wrath class feature 

Benefit: When you use your armor of wrath power 
and the triggering enemy is the only enemy in the 
burst, you deal ld6 extra damage with that power. 

At 21st level, this extra damage increases to 2d6, 

Footsteps oe Doom 

Prerequisite: 1 lth level, invoker, Covenant of 
Malediction class feature 

Benefit: Each target of your JitalalirtorV doom power 
gains vulnerable S to all damage from fear attacks 
until the end of your next turn. 

Forceful Covenant 

Prerequisite: 1 lth level, invoker. Covenant of 
Malediction class feature 

Benefit: Add 1 square to the distance that your 
Covenant Manifestation allows you to push a target. 


WHAT IS AH EXARCH? 


An exarch is the champion or agent of a god, demon lord, 
or other being of great power. There is no one path lead¬ 
ing to the title of exarch; an exarch might be someone 
who has adopted an appropriate epic destiny, a legendary 
monster, an archangel, or a damned or exa! ted soul of great 
power Almost any epic character might become an exarch, 
regardless of his or her choice of destiny. However, charac¬ 
ters who take the Chosen, the Demigod, or the Saint epic 
destiny are naturally suited to becoming exarchs. 

The number of exarchs a deity employs, and their exact 
nature, varies wildly from deity to deity. Most deities have 
one or two exarchs in their service; some have no exarchs 



at all, and a few such as Fetor or Mo rad in have significantly 
more. For example, Moradin is the leader of the shining 
host known as the Morndinsamman, which includes the 
exarchs Berronar, Clangeddin, Dugmaren, Dumathom, 
Gorm, Haela, Marthammor, Sharindlar, and Vergadain. At 
the other extreme, Avandra has taken no exarch into her 
service in ages. She chooses to interact directly with her 
followers, and she guides her mortal servants to battle 
against her enemies—not out of any sort of personal cow¬ 
ardice, but because she believes in allowing mortals to 
solve their own problems. 

Choosing to become an exarch is a matter of mutual 



agreement between character and patron. Sometimes the 
prospective exarch approaches the deity and offers service, 
and other times the deity appears to a character with 
promise and offers patronage, A Chosen or a Saint is gen¬ 
erally expected to serve as an exarch; characters of other 
destinies are generally free to seek or refuse patronage 
as they wish, although gods are not above manipulating 
promising Demigods into entering their service. 

An exarch gains no special powers above and beyond 
any offered by his or her epic destiny or nature. However, 
an exarch has access to his or her patron and is expected 
to give and receive counsel when in the presence of that 
deity. In addition, most deities check up on their exarchs 
from time to time. An exarch off on some mission or 
adventure in the mortal world might be contacted through 
a dream or a vision, visited by a messenger angel or a 
physical manifestation, or sometimes summoned back to 
the deity's dominion. Some deities manage their exarchs 
affairs closely, and others leave exarchs to act at their own 
discretion. An exarch doesn't have any innate ability to 
signal for his or her deity's attention, but in practice most 
deities provide their exarchs with rituals, magic items, or 
special powers to commune when necessary. 
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Greater Fortune 

Prerequisite: 11th level, cleric, divine fortune 
power 

Benefit: Your divine fortune changes from personal 
to close burst 1, and it affects you and all allies in the 
burst. 


Honored Foe 

Prerequisite: 11th level, paladin 
Benefit: When a creature marked by you dam¬ 
ages you. you gain temporary hit points equal to your 
Wisdom modifier. , 


PARAGON TIER FEATS 

1 Any Divine Class 

Other Prerequisites 

Benefit 

Armored by Faith 

Channel Divinity 

Gain temporary hit points with Channel Divinity 


Clinging Radiance — No concealment with radiant prayer 

Darkfoe Channel Divinity You and allies gain resist necrotic when you use Channel Divinity 

Invigorating Critical - Ally regains hit points with critical hit on divine power 

Pervasive Light - Enemies vulnerable to radiant take extra damage when you don’t 

Saving Grace — Give ally a saving throw with bonus instead of succeeding on 

your own saving throw 


Avenger Feat 


Avenging Surge 

Censure’s Grip 

Devout Guidance 
Eager for Blood 
Pledge of Retribution 


Other Prerequisites 


Censure of Pursuit, 
oath of enmity 
Divine guidance 

— During first round of combat, weapon attacks deal extra damage 

Censure of Retribution, Gain +1 to next attack against oath of enmity target after you miss 
oath of enmity that target 


Censure of Unity, 
oath of enmity 


Benefit 


Gain temporary hit points when ally hits your oath of enmity target 
If combat advantage and a hit, target cannot shift 
Target of divine guidance gains +3 to second attack roll 



Cleric Feat 

Other Prerequisites 

Benefit 

Divine Cleansing 

Turn undead 


Each ally in burst can make saving throw 

Extended Healing 

Healing word 


Add 5 to the burst of your healing word 

Greater Fortune 

Divine fortune 

. .. 

Change divine fortune from personal to close burst 1 

Merciful Power 

Healer's mercy 


Each target of your healer’s mercy can make saving throw 

Radiant Vessel 

— 


Use radiant power to enhance your healing word 

Swift Turning 

Turn undead 


Use turn undead as minor action instead of standard action 


Invoker Feat 

Other Prerequisites 

Benefit 

Focused Wrath 

Covenant of Wrath 

Gain extra damage if your armor of wrath affects only one target 

Footsteps of Doom 

Covenant of Malediction 

Targets of your maledictor’s doom gain vulnerable 5 to fear attacks 

Forceful Covenant 

Covenant of Malediction 

Add 1 to push when you use your Covenant Manifestation 

Invoker’s Blaze 

— 

+2 damage with fire or radiant invoker powers (+4 when bloodied) 

Invoker’s Control 

— 

+2 to attacks against enemies that fail a saving throw against your 
divine powers 

Warding Covenant 

Covenant of Preservation 

Ally you slide with Covenant Manifestation does not grant 


combat advantage 



Paladin Feat 

Tshi 

Other Prerequisites 

Benefit 

Contagious Challenge 

Divine challenge 

Place divine sanction on enemy adjacent to target you have 
challenged 


Honored Foe 
Persistent Challenge 
Resurgent Attack 
Touch of Salvation 

Untiring Virtue 


Cha 15 divine challenge 

Str 17 

Cha 15. lay on hands or 
cell of virtue 

A-Jert vow. call of virtue , 
or ley on hands 


Gain temporary hit points when a marked foe damages you 
Maintain divine challenge even if you don’t attack target 
Gain +2 to attacks after you spend a healing surge 


Grant saving throw with bonus when you use lay on hands or 
call of virtue 

Gain additional use of ardent vow, call of virtue , or lay on hands 
when you reach a milestone 
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Invigorating Critical 

Prerequisite: 11th level, any divine class 

Benefit: The first time you score a critical hit with 
a divine attack power during an encounter, an ally 
adjacent to you or adjacent to the ta rgel regains hit 
points equal to 10 + your Wisdom modifier. 

Invoker's Blaze 

Prerequisite: 11th level invoker 

Benefit: Y ou gain a +2 feat bonus to damage rolls 
with divine attack powers that have the fire keyword 
or the radiant keyword. While vou are bloodied, this 
leat bonus increases to +4. 

At 21st level, the feat bonus increases to -3 (or +6 
while bloodied). 


Invoker’s Control 

Prerequisite: 11th level, invoker 
Benefit: When an enemy fails a saving throw 
against an effect caused by one of your divine attack 
powers, you gain a -2 power bonus to the next attack 
roll you make against that target before the end of 
your next turn. 

Merciful Power 

Prerequisite: 11th level cleric, healer’s mercy 
power 

Benefit: Kach target of your healer's niarcy can 
make a saving throw. 

Persistent Challenge 

Prerequisite: 11th level Cha IS, paladin, divine 
challenge power 

Benefit: Once per encounter, if you fail to engage 
the target of your divine challenge on your turn, you 
can maintain that divine challenge as if you had 
engaged the target. 

Pervasive Light 

Prerequisite: 11th level any divine class 
Benefit: When you hit a target that has vulner¬ 
ability to radiant damage with an attack that does not 
deal radiant damage, you deal extra damage equal to 
that vulnerability. 

j 

Pledge of Retribution 

Prerequisite: 11th level avenger. Censure ofRet- 
r i but ion clas s fc at u r e, o nth of en m it v power 

Benefit: 11 you miss your oath of enmity target with 
an attack, you gain a +1 bonus to the next attack roll 
you make against that target before the end of your 
next turn. 



Radiant Vessel 

Prerequisite: 11th level, cleric 

Benefit: If vou hit an enemy with a cleric attack 

■r ■■ 

power that has the radiant keyword, the next time 
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you use healing ward before the end of vour next turn 
the target regains 2d6 additional hit points. 

Resurgent Attack 

Prerequisite: 11th level, Str 17, paladin 
Benefit: When you spend a healing surge, vou 
gain a h-2 power bonus to the next attack roll you 
make before the end of vour next turn. 

Saving Grace 

Prerequisite: 11th level any divine class 
Benefit: When you succeed on a saving throw, 
you can choose not to end the effect you saved against 
and instead allow an ally within 5 squares of you 
to make a saving throw with a bonus equal to your 
Wi s do m mod i fi er, 

Swift Turning 

Prerequisite: 11th level cleric, turn imdead power 
Benefit: You can use vour turn and cad as a minor 
action instead of a standard action. 

Touch of Salvation 

Prerequisite: 11th level, Cha IS. paladin, lay on 
lands or calf of virtue power 

Benefit: When you use your lav on hands or call of 
virtue on an ally, that ally can make a saving throw 
with a bonus equal to your Charisma modif ier. 

Untiring Virtue 

Prerequisite: 11th level paladin: ardent vow, call of 
virtue, or lay on hands power 

B e n efit: W h e ne ve r yoi i re ac h a m i 1 e s t on e. you 
gain one additional use of your ardent vow, call of 
virtue, or lay on hands for today. 

•g' i«r 

Warding Covenant 

Prerequisite: lltli level invoker, Covenant of 
Preservation class feature 

Benefit: When vou use vour Covenant Mani- 
festal ion to slide an ally, no enemy can gain combat 
ad v a nt age ag a i n st tb at a I ly unt 11 the e nd of vour 
next turn. 

Epic Tier Feats 

ilie following feats are available only to characters of 
21 st level or higher. 

Beatific Healer 

Prerequisite: 21st level cleric, trained in Heal 
Benefit: When you use a divine healing power, 
add your Charisma modifier to the hit points the 
recipient regains. 





Crusading Wrath 

Prerequisite: 21st level. Str 2 L \\ is 1 5, paladin, 
divine strength power 

Benefit: W hen vou use vonr divine strength, the 
next enemy vou attack before the end of vour next 

J J * 

turn is subject to your divine sanction until the end of 
the encounter. 

While the target is subject to your divine sanction, 
add your Wisdom modifier to the damage it takes 
from the divine sanction* 

Devastating Invocation 

Prerequisite: 21st level. Invoker 

Benefit: U hen vou score a critical hit with an 

■i* 

invoker power, each enemy within ^ squares of the 
target of the critical hit takes damage equal to 5 + 
vour Wisdom modifier* The damage type is the same 
as that deah by the critical hit. 

Divine Health 

Prerequisite: 2 I si level, am divine class 
Benefit: You gain resistant e to poison equal to 
one-half vour level - vuur Wisdom modif ier. 

You can t become infected bv am disease of level 

* wf 

10 or lower 

Divine Mastery 

Prerequisite: 21st level, any divine class 
Benefit: W hen you spend an action point to 
take an extra action, you also regain the use of a 
divine encounter power you have used during this 
encounter 

Enmity Shared 

Prerequisite: 21 >: k L monger, oath of enmity 
power 

Benefit: W hen use your oath of enmity, the 

target grants combat ad ‘ igt until the end of your 
next turn* 

Epic Turning 

Prerequisite: 2Mt krk, turn undead power 

Benefit: W hen . : u itint midead, the size 

mr w 

of the burst increases by 2, and each target is pushed 
even on a miss. 

Fist oe Heaven 

Prerequisite: 2' >■ i yen oath of enmity 

power 

Benefit: Your oath cf enmity target takes a -2 pen¬ 
ally to saving throws. 

Glorious Chawei er 

Prerequisite . '' divine class, Channel 

Divinity class ieamre 

Benefit: Twice ]>_ r u can use a Chan 

nel Divinity pmver, rut niK same power txv ice* 



Great Malediction 

Prerequisite: 21 st level* invoker. Covenant of 
Malediction class feature 

Benefit: W hen vou use a divine encounter or 
daily attack power on your turn, you can push each 
target hit by the power 1 square (instead of applying 
the normal effect of your Covenant Manifestation)* 


Guiding Rebuke 

Prerequisite: 21st level* invoker. Covenant of 
Preservation class feature 

Benefit: W hen you use your preservers rebuke 
power* one ally within 10 squares of you gains a 
bonus equal to your Intelligence modifier on his or 
her next attack roll against the triggering enemy. 


Heavenly Torrent 

Prerequisite: 2 I st level, avenger, oath of enmity 
power 

Benefit: The first time vou score a critical hit on 
your oath of enmity target during an encounter* eat h 
allv can make a second attack roll and use either 
result on the next attack he or she makes against that 
target before rhe start oi your next turn. 

Icon oe Hope 

Prerequisite: 2 1st level* any divine class 

Benefit: Bloodied allies within 10 squares of you 
gain a +1 bonus to saving throws. 



Icon oe Purity 

Prerequisite: 2 1 st level, any divine class 
Benefit: You gain resistance to necrotic damage 
equal to one-hall yaur 1 eve 1 + your Wisdom modi(1 er. 

Indiscriminate Wrath 

Prerequisite: 2 1st level, invoker, Covenant of 
Wrath class feature 

Benefit: When you use your armor of wrath power, 
you can target each enemy in the burst, rather than 
only the triggering enemy. 

Invoker's Aura 

Prerequisite: 21st level, invoker 

Benefit: Until the end of vour next turn, after vou 

■fr rf 

use a Channel Divinity power, any enemy within 2 
squares of you that hits you or any enemy that ends 
its turn within 2 squares ol vou takes radiant damage 
equal to S ^your Wisdom modifier. No enemy can 
take this damage more than once per turn. 


Paladin s Trueh 

Prerequisite: 21s! level, paladin 
Benefit: When vou attack a creature marked 

gP 

bv vou. you ignore that creature s resistances and 
immunities. 
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EPIC TIER FEATS 


Any Divine Class 

Ollier Prerequisites 

Benefit 

Divine Health 

— 

You gain resistance to poison 

Divine Mastery 


Regain use of divine encounter power when you spend action point 

Glorious Channeler 

Channel Divinity 

You can use Channel Divinity twice per encounter 

Icon of Hope 

— 

Bloodied allies gain -1 bonus to saving throws 

Icon of Parity 

Trained in Religion 

You gain resistance to necrotic damage 

Punishing Radiance 

— 

Critical hit increases target s vulnerability to radiant damage 

1 Avenger Feat 

Other Prerequisites 

Benefit 

Enmity Shared 

Oath o/enmity 

Oath of enmity target grants combat advantage when first chosen 

Fist of Heaven 

Oath of enmity 

Oath of enmity target takes -2 penalty to saving throws 

Heavenly Torrent 

Oath of enmity 

Grant allies rerolls on attacks against your oath of enmity target 
after you score critical fit on target 

Righteous Focus 

Censure of Unity, 
oath of enmity 

Allies gain +1 to attacks against oath of enmity target while 
you are adjacent to target 

Vengeance Recalled 

Oath of enmity 

On a miss, gain +5 damage against target 


lOeric Feat 

Other Prerequisites 

Benefit 

Beatific Healer 

Trained in Heat 

Add bonus to healing you grant with divine powers 

Epic Turning 

Turn undead 

Increase burst by 2, and target pushed even on miss 

Radiant Advantage 

— 

Enemies you deal radiant damage to grant combat advantage 

Reactive Healing 

Heating word 

Use heo/rn# word as reaction to save dying ally 

Shared Healing 

— 

You or willing ally can spend healing surge in place of the target 

Supreme Healer 

— 

You heal two targets instead of one when you use healing word 

1 Invoker Feat 

Other Prerequisites 

Benefit 

Devastating invocation 

—*■ 

Deal extra damage to enemies near target when you score 
critical hit with invoker power 

Great Malediction 

Covenant of Malediction 

Targets you hit with encounter or daily divine power are pushed 1 

Guiding Rebuke 

Covenant of Preservation 

Ally gains attack bonus against target of your preserver’s rebuke 

Indiscriminate Wrath 

Covenant of Wrath 

Target all enemies in burst when you use armor of wrath 

Invoker’s Aura 

— 

Gain damaging aura after using Channel Divinity 

Unbearable Malediction 

Covenant of Malediction 

Increase the distance you push target with mafedictor's doom 

I Paladin Feat 

Other Prerequisites 

Benefit 

Crusading Wrath 

Str 21, Wis IS, 
divine strength 

Place divine sanction on next foe you attack after using divine 
strength: add Wis mod to damage dealt by sanction 

Paladin's Truth 

— 

Ignore resistance and immunity when you attack a foe you marked 

Pious Champion 

Caff of virtue or fay on /lands 

Target two allies with caff of virtue or fay on hands 

Protecting Boon 

Cha 21 T Str 15, divine mettle 

Target each ally in burst with divine mettle 

Tireless Wrath 

Str 21, Cha 15, dfvrne strength Divine Strength lasts longer 

Virtuous Company 

Cha 21, Wis 15, divine mettle 

Grant temporary hp to each ally who succeeds on a saving throw 


granted by divine mettle 


Pious Champion 

Prerequisite: 2 1 st level, paladin, rail of rtriue or 
lay on hands pow er 

Benefit: When you use your rail of virtue or lay 
on hands, you can target one or two creatures. II you 
target two creatures with lay on hands, you spend one 
healing surge and each target regains hit points ns 
normal for the power. 

Protecting Boon 

Prerequisite: 21st level, Cha 21, Str IS, paladin, 
divine mettle power 


Benefit: When you list \ our divine mettle, you < an 
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target each ally in the burst. 

Punishing Radiance 

Prerequisite: 2 1 st level, any divine class 
Benefit: Whenever yon score a critical hit with 
a divine attack power that has the radiant keyword, 
the target and each enemy \\ ithin 5 squares of it gain 
vulnerable LQ radiant (or its existing vulnerability to 
radiant damage increases In 10 ) until the end of vour 
next turn. 
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Radiant Advantage 

Prerequisite: 21st level cleric 
Benefit: When you deal radiant damage to an 
enemy you and your allies gain combat advantage 
against it until the end of your next turn. 

Reactive Healing 

Prerequisite: 21st level, cleric, healing word power 
Benefit: You can use your healing word as an 
immediate reaction, triggered when an ally within 
5 squares of you drops to 0 hit points or fewer. You 
must target the triggering a 11y with the 1 i ea Ii ng wo rd. 

Righteous Focus 

Prerequisite: 21st level, avenger, Censure of 
Unity class feature, onfli of enmity power 

Benefit: While you are adjacent to your oath of 
enmity target, your allies gain a +1 bonus to attack 
rolls against it. 

Shared Healing 

Prerequisite: 21st level, cleric 
Benefit: U hen you use a power that allows an ally 
to spend a healing surge, you can instead have that 
ally regain hit points as if he or she had spent a heal¬ 
ing surge, and von or another willing ally within 5 
squares of you spends the healing surge instead. 

Supreme Healer 

Prerequisite: 2 1 sr level, cleric, healing word power 
Benefit: \\ hen you use your healing ward, you can 
h ea 1l wo l a rge ts insiea d o \ one felt h er t wo al 1 i es or 
one alh' and y oiirsci f]- 

RITES FOR THE DEITIES 

The people of the world and planes worship the deities 
rn different ways. Some common practices are almost 
universal from culture to culture. 

♦ When you are proven wrong, write down two copies 
of the truth you discover keeping one and takingthe 
other to a shrine to loan. 

♦ After you take fruit, herbs, or wood from a forest, trace 
a star in the soil so Corel Ion's magic can replace what 
you've taken. 

♦ Swear by Bahamut when you make an oath to bring 
someone to justice 

♦ When you agree v ce or a business arrange¬ 

ment, Interlock your fingers ike the teeth of two 
gears—forming the sy mr-:! r Erathis. 

+ Etch Avandra : . nbo! on path to indicate a safe 
course or on a c „ : ng to show if is a safe house. 

+ Shout at the heavens dur ng a storm to prove your 
bravery to Kord. 

♦ Wear golden jewelry d-r ng the day and silver at night, 
to please both F- : - m ne. 

♦ Inter a raven's feather with a corpse to keep undeath 
from claiming me bod- 


Tireless Wrath 

Prerequisite: 21st level, Str 21, Clia 15. paladin, 
divine strength power 

Bene fit: W h en you u s e you r d i vi ne s trength .the 
effect applies to all attacks you make until the epd of 
your next turn. 


Unbearable Malediction 

Prerequisite: 21 st level, invoker. Covenant of 
Malediction class feature 

Benefit: Whenever your maledirtorV doom power 
allows you to push a target, you can add one-half your 
Intelligence modifier to the number of squares pushed. 

Vengeance Recalled 

Prerequisite: 21st level, avenger, oath of enmity 
power 

Benef it: When y ou miss with an avenger power 
against your oath of enmity target, you gain a +5 bonus 
lo damage rolls against that target until the end of 
your next turn. 

Virtuous Company 

Prerequisite: 21 st level, Cha 21 , Wis 15. paladin, 
divine mettle power 

Benefit: When you use your divine mettle, you gain 
temporary hit points equal to your Charisma modi¬ 
fier for each ally who succeeds on a saving throw 
granted by this power. 

Multiclass Feats 

Some of these feats have paragon multiclassing in a 
particular class as a prerequisite. To quality for such 
a leat. you must have chosen paragon multiclassing 
(Player's Handbook, page 209). 

Channel oe Faith [Multiclass Cleric] 

Prerequisite: Any multiclass cleric ieat. paragon 
multiclassing as a cleric 

Benefit: You gain the cleric Channel Divinity 
powers divine fortune and turn undead. If you don't 
already have the Channel Divinity class feature, vou 
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can use a single Channel Divinity power once per 
encounter, anti you’re considered to have the class 
leat tire lor the purpose of meeting prerequisites. 


Channel oe Invocation 
[Multiclass Invoker] 

Prerequisite: Any multiclass invoker teat, para¬ 
gon multiclassing as an invoker 

Benefit: You gain the invoker Channel Divinity 
powers armor of wrath and preserver s rebuke. I i vou 
don’t already have the Channel Divinity class feature, 
you can use a single Channel Divinity power once 
per encounter, and you're considered to have the class 
feature tor the purpose of meeting prerequisites. 



NEW FEATS 








MUi.TICLASS FEATS 


Name 

Prerequisites 

Benefit 

Channel of Faith 

Any multiclass clerk feat, 
paragon multiclassing as a cleric 

Cleric: djvinc/ortune or turn undead 1/encounter 

: .life : - >1 ® PP&S 

Channel of Invocation 

Any multiclass invoker feat, 
paragon multidassing as an invoker 

Invoker; armor of wrath or preserver's rebuke 1/encounter 

Channel of Valor 

Any multiclass paladin feat, 
paragon multrdasslng as a paladin 

Paladin: divine mettle or divine strength 1/encounter 

y- : .A "'."[‘M’” r.v‘ -j : ,v;' fev \ , f,, j fjj "i"”' •»' vi-Ss 

Channel of Vengeance 

Any multiclass avenger feat, 
paragon multidassing as an avenger 

Avenger: abjure undead or divine guidance 1/encounter 

Divine Channeler 

Wis 13, trained In Religion 

Gain one Channel Divinity power from another class 

Divine Healer 

Wis 15 

Cleric: training in Heal, Healer's Lore 

Divine Secretkeeper 

Wis 13,lnt13 

Invoker: training in Arcana, History, or Religion, 

Ritual Casting 

Hero of Faith 

Wis 15 

Avenger: training in one class skill, oath of enmity 
1/encounter 

Soldier of Virtue 

Wbts : WBEBB& 

Paladin; training in one class skill, virtue’s touch 1/day 


Channel of Valor 
[Multiclass Paladin) 

Prerequisite: Any multiclass paladin feat, para 
gon mu It aliassing as a paladin 

Benefit: You gain the paladin Channel Divinity 
powers divine mettle and divine strength. If you don’t 
already have the Channel Divinity class feature, you 
can use a single Channel Divinity power once per 
encounter, and you're considered to have the class 
feature for the purpose of meeting prerequisites. 

Channel of Vengeance 
[Multiclass Avenger] 

Prerequisite: Any multiclass avenger feat, para¬ 
gon multi classing as an avenger 

Benefit: You gain the avenger Channel Divinity 
powers abjure undead and divine guidance. If you don’t 
already have the Channel Divinity class feature, you 
can use a single Channel Divinity power once per 
encounter, and you’re considered to have the class 
feature for the purpose of meeting prerequisites. 

Divine Channeler [Multiclass] 

I Prerequisite; Wis 13, trained in Religion 

Benefit: Choose a divine class other than your 

own and a t^hanne] Divinity power available as a 
class feature for that class. 

II vou don't already have the Channel Diviiv 
itv class feature, vou can use the selected Channel 
DM nily power once per day. 

!l vou already have the Channel Divinity class 
feature, add the selected Channel Divinity power to 
your list of available Channel Divinity powers. 

You are treated as having the Channel Divinity 
class feature for the purpose of meeting prereq¬ 
uisites. Ifyou gain additional Channel Divinity 
powers by selecting divinity feats, you can use them 
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in place of the power granted by this feat, but that 
doesn't change your normal limit on uses of Channel 
Divinity. 

Special; This feat counts as a class specific multi- 
class leat for the chosen class. 

Divine Healer [Multiclass Cleric] 

Prerequisite; Wis 15 

Benefit: You gain training in the Heal skill. 

You gain the cleric's Ilealer's Lore class feature. 

In addition, you can wield cleric implements. 

Divine Secretkeeper 
[Multiclass Invoker] 

Prerequisite: Wis 13, Ini 13 
Benefit: You gain training in the Arcana skill, the 
History skill, or the Religion skill. 

You gain the invoker's Ritual Casting class feature, 
in addition, you can wield invoker implements. 

Hero of Faith [Multiclass Avenger] 

Prerequisite: Wis 15 

Benefit; You gain training in one skill from the 
avenger's class skills list. 

Once per encounter, you can use the oath of enmity 
power. You do not regain the use of the power if the 
target drops to < 1 hit points. 

In addition, you can wield avenger implements. 

Soldier of Virtue 
[Multiclass Paladin] 

Prerequisite: Wis 15 

Benefit: You gain training in one skill from the 
paladins class skills list. 

Once per day. you can use the virtues touch power. 
In addition, you can wield paladin implements. 
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EPIC DESTINIES 


Many epic level divine characters can anticipate 
exaltation or damnation after death; as powerful 

stewards of divine causes in the mortal world, they 

* 

are naturally among the favorites of the gods. The 
fol 1 ow i n g epic d e slimes offe r | xi i h s t h at t r an sition 
the divine hero from the mortal world to the dornin 
tons bevond. 

Avatar of Death 

You know that Me is fleeting, hut death is forever. Your 
enemies would be well advised to remember rliur as rhet 
face you , 


i'rerequisite: 21 st level. Death Knell feat 


You are the mortal incarnation of a deity who holds 
swa\ over death. You are not simplyJozan the cleric: 
you are the Raven Queen, who for a time incarnates 
in the form of Jozan, Your body is a mere shell, a 
temporary vessel for the unthinkable might of a 
deity's soul. You were born to be tlie Raven Queen's 
mortal form, and as you grow in understanding 
and power, the light Ow darkness] within you shines 
out lor all to see. You might not have realized your 

true nature before, but now you know exactly what 

* ■#* 

vou arc, 

& 

As an avatar of death, you incarnate the death 
aspect of your deity. Most likely this is the Raven 
Queen, but on rare occasions avatars of dead, dor¬ 
mant, or interloper gods arise -you might be an avatar 
of the dead god Nerull. or some other death deity con¬ 
testing t he Raven Quee n s s w ay. 

(rood and evil are just words to you, for death 
makes all causes meaningless. You stare into the 
vacant sockets of long dead kings, gaze across the 
soul filled plains oft he Shadow fell, and stand upon 
blood soaked Helds of battle i lirough it all, you 
fed no sorrow, no remorse-only a grim sense of 
bemusement at mortal foolishness in the face of the 
inevitable. Adventuring is an amusing way to enter 
lain vourselfbefore life comes m jn end. 


avatars have many uses 

Gods create avatars for many reasons. Some deities want 
to experience mortality and learn from mortal trials. Some 
use their avatars as agents and champions to battle their 
enemies in the world. Others send avatars as teachers 
and exemplars to their followers. Likewise, different gods 
might choose to incarnate their avatars in secret or to 
prophesy their arrival to incarnate with full awareness of 
their true nature or to allow their mortal vessels to live 
well into life before becoming aware of themselves. 



Immortality 

You care little about the fate of vour mortal shell, for 
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you know that in time you will rejoin w ith your true 
self. After all, even gods must die in time. One or t\\ o 
previous incarnations have turned against the Raven 
Queen in ages past, using their powers to prolong 
their mortal existences. Whether vou meet vour fate 
with joy resignation, or defiance is up to you. 

Divine Reunion: When you complete your I trial 
quest, the purpose of your current incarnation is 
accomplished The w inds of oblivion sweep vour body 
into nothingness, freeing your soul to return to ks 
divine origin. You rejoin the deity whose incarnation 
vou were, and vou resume vour existence in the eternal 
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Avatar of Death Features 

Foresight of Mortality (2 1st level): Your Intel 
ligence score and your VV isdom score both increase 
by 2, 

Death Comes to All (2 1st level): Your powers 
ignore necrotic resistance up io 20 . 

Deadly Revival (24th lev el): The first time each 
day you begin your turn dving or dead, vou revive. 
Vou regain hit points equal to vour bloodied value, 
and each enemy within \ 0 squares of you gains vul 
ncrable 15 necrotic until the end of vour next turn, 

■j 

Harbinger of Demise ( UHh level): Enemies that 
end their turn adjacent to you and have 25 hit points 
or fewer die. 

Avatar oe Death Power 


Inevitable Death Avatar of Death Utility 26 


/ Jarfe energy swirls about you and then expfaefes in a burst fhai 
c i \ c \ nrles your en cm i es . causing ffidr u vu n ds to rem ai n op til 

Daily 4 Divine 

Minor Action Close burst 5 

Target: Each enemy in burst 
Effect: The target gains vulnerable 10 to all damage 
and cannot regain hit points from healing powers or 
regeneration I save ends both*. 
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Avatar of Freedom 

TV ran m. s la vc n, o p p ress to n - 1 hese a rc ) o ur foe<, Vo u h ai 
against those who think themselves above others. 

Prerequisite: 1 1 st level. Path of Freedom (cal 

You are the incarnation of a deity of freedom and lib* 
eration. Every word you speak, every act ion you take, 
is in exact accordance with your deitv's w i)l-becau$e 
your choices are your deity's choices. In time you will 
abandon your mortal form and rejoin your eternal 
essence in the heavenly dominions, but until that 
time conies von are a champion, teacher, and exam¬ 
ple for all whom yon and your deity hold dear. 

As an avatar of freedom, vou incarnate vour deitv s 
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aspects of liberation. You might be Avandra or Melora 
in mortal form* 

Regardless of vour divine identity you believe 
that the natural state of mortal kind is one f ree from 
oppression. You light any force that seeks the enslave¬ 
ment ol others and stand against deities bent on war 
and domination, such as Asm ode us and Bane. You 
believe that freedom of choice is the paramount free¬ 
dom of all mortal creatures, and that destiny is not 
predetermined. You inspire the downtrodden w ilh 
words of freedom, and vou lead them in attempts to 
overthrow their vile masters. 
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Immortality 

As vour life’s tribulations come to a close and vour 
* 

Destiny Quest comes to an end, you are ready to free 
yourself of the shackles of mortality and physicalitv. 
Great struggles await you throughout the cosmos, 
and ini mortality represents an opportunity to con¬ 
tinue your light against the oppressive forces in the 
universe. As long as tyranny flourishes anywhere, 
freedom everywhere is threatened. 

Divine Reunion: At the conclusion of vour 
Destiny Quest, you abandon your current incarna 
linn, Amid golden light and peals of thunder, your 
soul ascends to the heavenly dominions to rejoin 
you I deity. You are once again Avandra, Melora, or a 
cosmic spirit of revolution-but you still recall your 
mortal persona. For ages to come the memories of 
vour experiences and companions in your mortal 
existence influence your divine thoughts and actions. 

Avatar of Freedom Features 

Freedom of Mind and Body (2Jst level): Your 
Dexterity score and vour Wisdom score both increase 
bv 2, 
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Liberate the Mind (21st level): Allies adjacent 
to you gain a -1 bonus to saving throws against being 
dominated, immobilized, restrained, or slowed. 

Liberating Revival (24th level): The first time 
each day you begin vour turn dying or dead, you 
revive, You regain hit points equal to vour bloodied 
value, and each ally w ithin 10 squares ofyou ends 
any immobilizing, slowing, or restraining effect cm 
rently af fecting him or her. 

Agent of Freedom (30th level): You cannot be 
dominated, immobilized, slowed, restrained, or petri¬ 
fied, You ignore difficult terrain, and you can shift 
vour speed as a move action. 

Avatar of Freedom Power 


Broken Chains Aviltar of Freedom Utility 26 


Kdidmi vour weapon or implement Jn\jh, yau issue a pmckf frui¬ 
tion that you shall not abide oppression. Vour allies respond In 
shaking oft their afflictions 

Daily ♦ Divine, Stance 
Minor Action Personal 

Effect: Until the stance ends, when an ally starts his or her 
turn within S squares of you, that ally can make a saving 
throw against each effect on him or her that a save 
can end. 
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Avatar of Hope 

You steadfastly' Mieve that hope lifts up everyone even hi 
the darkest times. By word and deed, vou spread hope wher 
ever you go. 

Prerequisite: 21st level, i lope Remains feat 

As an avatar of hope, you are an aspect of a god of 
hope who has chosen to incarnate himself or herself 
in a mortal body lor a time. You now know that you 
are both vour deity and vour own mortal shell at the 
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same time. When you speak, when you act, your god 
speaks and acts through you. No matter what your 
name, you are a beacon of hope in a dark world. 

Sorrow cannot abide your presence: you bring 
optimism and virtue to places of despair and sadness. 
You are an enemy of all the gods of evil, for they are 
destroyers of hope. You hold particular vehemence 
toward devils and demons—devils for their malicious 
practices, and demons for their recklessly destruc¬ 
tive intentions. It's true that you've seen some terrible 
sights during your travels-murder, cruelty, slavery, 
war—but these horrors only fortify your determina¬ 
tion. By your power, the points of light that lie within 
a sea of darkness burn a little brighter for a time. 

Immortality 

You have fought battles against despair all your life, 
bringing light to the darkest corners of the world. 
Your experience has iaught you that people need only 
a little inspiration to find h< >pe. so you have set your¬ 
self the task of pro\ klic c an example, a legend, that 
will inspire people tor ages ■< come. 

Divine Reunion: V hen u complete your 
Destiny Quest, vour s< . . bursts forth in a golden 
flame that consumes ’ r m rtal form, and you are 
reunited with vour imm >n.ai self. 

Avatar of Hope Features 

Undaunted Will 21st level): Your W isdom 
scor e and your C harisma sc ore boi h i nc rea sc by 2. 


CREATING AVATARS 

Most deities have ncarrvate i ~ a handful of avatars 
throughout the ages Y w rid although some have 
never done so. and a ft a *:' e ■ ~~ p A Moradin and Avan- 
dra) incarnate in every genera: - Y m j rtal kind. Creating 
an avatar weakens : : : me and can render it 

vulnerable to its enen Y: n :ao places at once 

is difficult, even for a god In the past, powerful devils or 
wicked morta ls ha ve managed to trap., coerce, or corrupt 
gods through their avata- - . - Jotng this Is difficult 
In the extreme, since :e :j- end its incarnation at 
any time and rejoin its irue :e 




Indomitable Courage (21st level): You are 
immune to I car effects. In addition, you and any allies 
w i t h i n 5 sej li arc s of y ou gai n a -f l b onus to s ay i ng 
throws. 

Hopeful Revival (24th level): The first time 
each day you begin your turn dying or dead, you 
revive. You regain hit points equal to your bloodied 
value, and each ally within 10 squares of you gains 
20 temporary hit points. 

Triumph of the Heart (30th level): Once per 
day, you can change the result of a single d20 roll 
made by an ally to 20. This requires no action on 
vour part, but you must be conscious to do so. 


Avatar of Hope Power 


Elevate the Spirit Avatar of Hope Utility 26 


You conjure an anodic entity that m/uses one of your allies' 
with hope and die mental fortitude to withstand attempts at 
can fro 1. 

Dally 4 Conjuration, Divine 
Minor Action Ranged 10 

Effect: You conjure an angelic figure in a square within 
range. The figure lasts until the end of your next turn. 
While the figure is in an ally's space, that ally gains a +4 
power bonus to all defenses and can't be dominated. If 
an ally is affected by a dominating effect that a save can 
end while the figure is in his or her space, that effect 
immediately ends. As a move action, you can move the 
figure 5 squares. 

Sustain Minor: The figure persists. 




















Avatar of Justice 

Vow sc It' purpose is to ha Inner the scales of justice , punish- 

try I he wicked and rewarding tfie^oed. 

Prerequisite: 21st level, Immediate Justice feat 

You are a god of justice incarnated in mortal form. 

All your life you have fought for justice, hut now you 
know voursel! tor what vou are. Your self-awareness 
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merges with divine truth, and your consciousness 
becomes one with the concept of justice. In years to 
come, peop 1 e w ill reme m her that you were your dcitv 
in the flesh, a shining champion who battled against 
wrong and a golden example of a righteous and cou¬ 
rageous life well lived, but for now it is up to you to 
forge that legend. 

I n your true self you might be Bahamul, some other 
active del tv, or even a dead deity such as A moth— 
avatars of dormant deities, interloper gods, or cosmic 
principles sometimes appear in the world. Regardless 
of which deity you are the incarnation of you grasp 
your destiny as a great lawgiver aiid a force for righ¬ 
teousness. As you take the guise of justice itself divine 
knowledge guides you along the right course, 

Immortality 

Your path might involve the elimination of a major 
source of injustice* such as an evil deity. The evil 
gods and their worshipers scoff at justice, reveling in 
cruelty, theft, and murder. Dest roving one of these 
deities brings the scales ofjustice closer to balance* 
Divine Reunion: During your Destiny Quest, you 
begin to change. You no longer make decisions-you 
merely do the wit! ofjustice* When your final foe is 
vanquished* you abandon your mortal body* which 
falls to silvery dust and blows a wav in the wind* Your 

«• -mf 

soul linds its way hack to your eternal being and 
reunites, bringing with it all the joys, the sorrows, 
the wisdom, and the compassion you have learned 
in your mortal years. Your mortal existence might be 
done-but as a god ofjustice you well remember the 
lessons you learned during your time in the world, 
and temper your judgments with memories of your 
mortal experience. 

Avatar of Justice Features 

Justice ? s Mind (21st level): Your Intelligence 
score and your Wisdom score both increase by 2* 

Just Consequence (21st level): When an enemy 
hits vou or an ally adjacent to vou, the next ally who 
attacks that enemy before the end of your next turn 
gains a +1 bonus to the attack roll* 

lust Revival (24th level): The first time each day 
y ou begin your turn dying or dead, you revive. You 
regain hit points equal to your bloodied value. Each 
ally within 10 squares of vou gains a +2 power bonus 
to attack rolls until the end of your next turn, and 


each enemy within 10 squares of you takes a -2 pen¬ 
alty to attack roils until the end of vour next turn. 

Instant Retribution (30th level): Each time an 
enemy within 5 squares of you scores a critical hit 
against you nr one of your allies, the enemy takes 
damage equal to the damage it dealt with the hit. 

Avatar ot Justice Power 


Word of Undoing 


Avatar of justice Utility 26 


You deem an a track unjust, ami reverse its effects. 

Daily 4 Divine, Healing 
Immediate Reaction Ranged 10 

Trigger: An ally within 1 0 squares of you is hit by an attack 
Target: The triggering ally 

Effect: The target takes no damage from the triggering 
attack and gains hit points equal to the damage he or she 
would have taken. 


TRAPPINGS OF JUSTICE 

You might choose to use symbols that represent justice 
as your insignia. Here are some of the most common 
symbols used by avatars ofjustice: 

4 Balance scales 

4 Flames (especially silver or white) 

4 Double-edged weapons (such as swords or 
battleaxes) 

4 Closed eyes or a biitidfold 
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Avatar of Life 

Despite war. l lues. and Ini ftp life endures. and von will 
eti5U re fh a i ii nc \ v 1 f a Ife rs, 

Prerequisite: l st level. Pulse of I ife feat 

You are the iru u nation of a god, mortal and immor¬ 
tal beings united in the same flesh. You exist tor the 
purpose of'battling vour true godly self's foes in the 
mortal world, of pros iding inspiration and hope to 
all who w orship mnr divine being, and just possibly 
to learn a few things about w hat it means to walk in 
the world you helped to shape at the daw n of time. At 
the same time, you are also the mortal persona you 
have been throughout your current life, and you are 
destined to become part of the god you have served 
so well 

Avatars represent mam different aspects of the 
gods, but you specifically embody the vital principle, 
the animating spirit of tour deity. All life is sacred to 
you, and you are its divine protector. Your time as an 
adventurer has taught you bow precar Urns life can be. 
whether it is the life of a butterfly struggling to escape 
its cocoon or a 1 iv illzation living on the edge of lands 
inhabited by ores and goblins. You hate taking life, 
but you recognize that ii is the nature of the world 
that you must sometimes kill or be killed. 

Immortality 

As an avatar of life, you might be blessed with incred¬ 
ible longevity. Your calling could draw you to retire 
to a monastery or a temple to live in obscurity, pro 
tecting a small community from harm. You might 
be fated to heal some great sickness in the world, 
battling a magical plague or putting an end to seine 
corruption or mockery of life that threatens the 
natural order. Or von might be compelled to venture 
across the planes, bringing an example of hope and 
he a ling w 1 1 e re ve r y o 11 go. 

Divine Reunion: After you have completed your 
Destiny Quest and lived out the years appointed to 
you, you are called back to vour true self! Lying clown 
in a fair green meadow or forest clearing, you allow 
your body to crumble into dust, nourishing flowering 
vines and creepers. Your sou! returns to vour divine 
self, recalling the awesome power and understand¬ 
ing that comes with godhood. But some part of your 
mortal being still survives, since your memories, your 
cares, and your journeys arc now your deity's too. 

Avatar of Life Features 

Life's Wisdom (21st level): Youi Constitution 
score and your Wisdom score both increase bv 2, 
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Unfettered Durability (21st level): When you 
roll a 20 on a saving throw, each ally within your line 
of sight can make a saving throw againsi one effect 
that a save can end. 




Vital Revival (24th level): The first time each 
da\ you begin your turn dying or dead, you revive. 

You regain hit points equal to your bloodied value, 
and each ally within 10 squares of you can spend a 
healing surge. 

Persistence of Life (30th level): Y ou and any 
allies within S squares of you can use second w hid as 
a minor action. If a character can already use second 
wind as a minor action, then the character can use ii 
as a free action. When you or an ally within 5 squares 

n! you uses second wind, twice the normal number of 
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hit points are restored. 


Avatar or Lif e Power 


Font of Life Avatar of Life Utility 26 


forming a circle with your/iliters, you briry forth a sphere of 
tin me energy thm helps you mitf your allies roittmiiously recover 
from wounds. 

Daily + Divine, Healing 
Minor Action Close burst 2 

Target: You and each ally in burst 
Effect: Each target gains regeneration equal to 5 + your 
Wisdom modifier unlit the end of the encounter. 















Avatar of Storm 

Ytfti ride fhe force of natures fury, wind and 

t hunger and lightning with you, Whitri? you go. the 
tempest goes. 


Prerequisite: 21st level, Storm Sacrifice feat 

You arc two beings at the same time: a great mortal 
hero and the god of storms. You have always known 
von were different from the people around you. but 
now von understand what von are and wliv vour 
heart sings when lightning flashes and thunder rolls 
in the distance. You are destined to walk the world in 
mortal form lor a single brief life time, an inspiration 
to those who worship your true self and a terrible foe 
to those who oppose you. And after your incarna¬ 
tion ends and you reunite with vour immortal being, 
people \\ ill look back on your deeds for centuries to 
come and sec in them the hand of the divine. 

As an avatar ol storm, you are most likelv an 
incarnation ol Kord. However, minor storm deities or 
dormant powers sometimes incarnate as avatars, so 
you might be the mortal vessel of some other deity, or 
even a cosmic principle of storms and destruction, 
i hunder and lightning are your weapons, and you 
wield them with all the fury and wrath of the most 
violent storm. Wherever you go, storms follow in vour 
wake. You command them and use their power to 
bring your v engeance upon your enemies. 



Immortality 

Longevity is rarely important to an avatar of storm. 
You recognize that life and civilization are fleet¬ 
ing things in this world, and that enough wind and 
rain can wash away the existence of anything. You 
might wander into the wilderness to live in isola¬ 
tion or to revel in your communion with the primal 
forces oi the universe. You might even challenge the 
Elemental Chaos, battling primordials for dominion 
over storms. 

Divine Reunion: When you accomplish your 
final quest, vour mortal existence comes to an end 
and you return to your divine form. Your body van¬ 
ishes in a blinding thunderstroke, leaping upward 
Into the dark storm clouds that gather overhead. Your 
ascension is marked bv a thunderstorm of spectacu¬ 
lar power. While your mortal life is at an end. your 
memories, your passions, and your struggles are all 
now part of your divine being. 

Avatar of Storm Features 

Strength of the Storm (21st level): Your 
Constitution score and your Strength score both 
increase bv 2. 

J 

Stormhand (21st level): When you use a light¬ 
ning or a thunder power, you can choose to turn its 
lightning damage or thunder damage into lightning 
and thunder damage (ifyou do so, the power gains 
t h e key wo rd of the se c on d d ai n a ge t y pe If t he p owe r 
didn't already have it). 

Thundering Revival (24th level): The first time 
each day you begin your turn dying or dead, you 
revive. You regain hit points equal to your bloodied 
value, a i id e ac 1 1 e n e my w it bin 3 sq u a re s o f you t a he s 
id 10 -F Constitution modifier thunder damage and is 
pushed 2 squares. 

Windstrider (30th level): You gain a fly speed 
equal to your speed + 2, and vou can hover. 

Avatar of Storm Power 


Gather the Storm Avatar of Storm Utility 26 


You stand at rfit 1 heart of the storm, surrounded by rambling 
r/umder and cracfclin# dim leaves nearby foes 

vuhumihle. 

Daily + Divine 

Minor Action Personal 

Effect: Until the end of the encounter, any enemy that 
ends its turn within 5 squares of you gains vulnerable 1 0 
thunder and vulnerable 1 0 lightning until the end of your 
next turn. 
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Avatar of War 

You know that peace cannot ensure, and when it fails, you 
will be there to take oven 


Prerequisite: 21st level, Path of War feat 


Battle calls you* for you are the god of war* For a mortal 
lifetime you are incarnated in humanoid shape, shar¬ 
ing the existence and consciousness of a mortal hero. 
When you speak, you speak for your true divine self 
When you act, you act as your godly essence directs. 
You exist to champion causes worth lighting for. Lo pro¬ 
vide the people of the world with a shining example of 
valor and skill and to teach people how to survive in a 
world tilled with darkness and strife. 

As an avatar of war, you are probably the incarna¬ 
tion of Bahamut* Kord, Bane, or possibly a dead war 
deity such as Tuern. However, war is a cosmic force 
that seems to have its own guiding consciousness, and 
you might in fact be the incarnation of the principle 
of war, or an eternal hero reborn to light in every con¬ 
flict spawned upon the mortal world. 

Life as an adventurer has opened vour eyes to 
the fact that strife and evil are ubiquitous. You have 
journeyed through many lands, both civilized and 
w ild, and the only constant is the fragility of peace. 
Others work hard to stop war, but you believe it is the 
natural state of the world. You recognize that conflict 
is everywhere, and you embrace it. The machina¬ 
tions of usurpers, tyrants, and warlords will always 
drive civilization toward violence and destruction- 
hut sometimes it is exactly this destructive force 
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that gives rise to the most powerful and enduring of 
civilizations. 

Immortality 

The route to immortality is fraught with danger for 
an avatar of war. Due to a thirst for conf bet. an avatar 
of war engages in many mortal contests* History tells 
the tale of several avatars of war cut down in epic 
battles—it could be that your fate is to forge a legend 
of a hero who only succeeded in dying well. The ulti¬ 
mate challenge lies in giving battle to the gods and 
primordials* Whether von hope to usurp power from 
Bane and conquer his home plane of Chernoggar or 
lo rain destruction down upon surviving primer dials, 
vou carrv in vour ambition a war the likes of which 
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hasn't been seen in a thousand years. 

Divine Reunion: When your final quest is 
accomplished and v our last foe lies vanquished at 
vour leet. vour mortal incarnation ends. Your bodv 
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falls into gray dust and blows away to the sounds of 
ravens croaking and tattered banners flapping in the 
cold wind. Your soul ascends to the astral dominions 
to rejoin your divine being, bringing with it a lifetime 
of memories: battles won, battles lost, deeds of cour¬ 
age, acts ol cowardice. 



Avatar of War Features 

Power in Conflict (21st level): Your Strength 
score and either your Intelligence score or vour Cha¬ 
risma score increase by 2, 

Master of the Battlefield (21st level): You never 
grant combat advantage. 

Invoker of War (24th level): Your Channel 
Divinity power path of war grants a +4 bonus to 
damage rolls in addition to a +2 bonus to attack rolls. 

Lord of War (30th level): Your first attack of 
each encounter that hits deals 25 extra damage* 


Avatar of War Power 



Yini raise year weapon or hfiple merit and let out a ruusin# war- 
cry im’afein# vour pmvers o/foatfk Vour shout and divine power 
stirs allies into action against nearby foes. 

Daily ♦ Divine 

Minor Action Close burst 10 

Target: Each ally in burst 

Effect: The target can make an at-will attack as a Free 
action, if the target has an unused divine encounter 
attack power, he or she can instead use that power as 
a free action. 















Chosen 

) our dei t) makes von rI 1 e 1 iv i ng vessel of h is or hor j? o u r er i n 
the mortal world. 

Prerequisite: 21st level, any divine class 

Your deity selects you to serve as his or her agent 
in the mortal world. You watch over vour deity's 
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worshipers, protect sacred sites, and work to oppose 
your deity’s loes. To prepare you for this task, your 
deity bestows upon you a spark of divine energy that 
grants you powers comparable to those of a demigod. 
As with the Demigod epic destiny detailed in the 
Player'*s Handbook, this divine spark increases your 
abilities and bestows great physical resilience. How¬ 
ever. your epic destiny utility power is unique to the 
deitvvou serve, 
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Unlike a Demigod, you are sworn to the service 
of a particular deity. Some deities might leave you to 
pursue causes dear to them as von see fit. trusting hi 
the good judgment you have demonstrated in your 
adventuring career. Other deities might task you with 
missions of importance to them, making sure that 
you keep their concerns foremost in your mind. 

Not all deities have the power or the inclination 
to elevate a Chosen. Some deities can elevate several 
Chosen at once, but most have only a single Chosen at 
any given time. Deities most often bestow this honor 
on the most faithful of their worshipers, but a few 
gods take pleasure in selecting undeserving or fickle 
mortals for their earthly agents. 

Immortality 

Chosen often live for centuries. However, as you grow 
m ore p owe rfuk the divine fire pi a cc d i n y ou r s ou 1 
inevitably transfigures your mortal body. When no 
vestige ol your mortal nature remains, it is time for 
von to join your deity in the astral dominions and 
champion his or her causes there. In your place, 
another deserving mortal can he raised up. 

Chosen Features 

Chosen have the same features as the Demigod epic 
destime 
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Divine Spark (21st level): Two ability scores of 
your choice both increase by 2* 

Divine Recovery (24th level): The first time 
you are reduced to 0 hit points or fewer each day. 
you regain hit points equal to half vour maximum hit 
points. 

Divine Miracle (30th level): When you have 
expended vour last remaining encounter power, you 
regain the use of one encounter power oi your choice. 
In this way, you never run out ol encounter powers. 


Chosen Powers 

Each Chosen has a specific level 26 utility power 
granted by his or her deity. The powers associated 
with gods who are either good, lawful good, or 
unaligned are described below. 


Freedom Is Life Chosen of Avandra Utility 26 


Ribbons qfglowiftg srmbak flow cur of you, linking you mid 
year cih.ies in a river of celestial lylit. 

Daily + Divine 

Minor Action Persona! 

Effect: Until the end of your next turn, you and any allies 
within 20 squares of you gain a -El 0 bonus to saving 
throws. 


Sheltering Wings Chosen of Bahamut Utility 26 


f[ is no shame to take refuge beneath die Ha fin urn Dragons 
winefs. 

Daily ♦ Divine, Healing 
Minor Action Melee 1 

Effect: You regain hit points equal to your bloodied value. 
One ally adjacent to you also regains hit points equal to 
your bloodied value. 


Corel lens master of the arcane al laics you to choose between 
em pawenucnt p r defe !ise_ fo r you and \ oiir a f lies. 

Daily ♦ Divine 

Minor Action Close burst 10 

Target: You and each ally in burst 

Effect: Until the end oi the encounter, at the start of each 
target s turn, the target can choose to gain either a + 2 
power bonus to implement attack rolls or a +4 bonus 
to Fortitude, Reflex, and Will until the start of his or her 
next turn. 


Anthem of Progress Chosen of Erathis Utility 26 


f ratWs^rim effirienty insures your comrades to their neces 
sarv work 

Daily + Divine 

Minor Action Close burst 10 

Target: You and each ally in burst 
Effect: Until the end of the encounter, each target can 
score a critical hit with any at will attack on a roll of 
16-20. 


DIVINE ALLIES BRING 
DIVINE ENEMIES 

As you might expect, your deity's enemies are yours as 
well. You, however, are a much more accessible target. 
Because very few beings can seriously entertain the idea 
of challenging Pelor, for instance, destroying the Chosen 
of Pelor is a more realistic and attainable goal. Most dei¬ 
ties don't directly attack each others Chosen, but they 
are certainly capable of instructing their own Chosen or 
lesser servants to do so in their stead. 


High Arcana Chosen of Corel Ion 
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Unerring Foreknowledge Chosen of loun Utility 26 


l ImJv' ty action find imcruioN spread lily possum* r trails rhuf 
imh'yau and your frietub can perceive, loflow ihc frails and 
pierce’ the veils of time, 

Daily 4 Divine 

Minor Action Ranged 10 

Target: One ally 

Effect: The target can take an extra standard action on his 
or her next turn. 

Sustain Minor: Choose a different ally within range. That 
ally can take an extra standard action on his or her next 
turn. You cannot choose an ally as a target of this power 
more than once during an encounter. 



Strong? Worthy? Kurd idll 

Daily 4 Divine 

Minor Action Melee 1 

Target: You and one enemy 

Effect: The targets simultaneously hit each other with 
melee basic attacks as free actions. If your attack deals 
more damage than the enemy’s, you can take a standard 
action as a free action. Any attack roll you make with this 
standard action has a f-4 power bonus. 


Wild Surge Chosen of Melora Utility 26 


Wild Melam blesses those who cun Jtilffor themselves. 

Daily 4 Divine 

Minor Action Personal 

Effect: Until the end of the encounter, you and any ally 
within 5 squares of you can score a critical hit with any 
daily attack power on a roll of 1 8-20. 


Forge of Creation Chosen of Moradin Utility 26 


11 te fervo r of \ lorn djn $ andvnf wo rh h ups of area f i a n i nsp i res 

you and your allies asyou hammer upon your foes> 

Daily 4 Divine 

Minor Action Personal 

Effect: Until the end of your next turn, you and any of your 
allies who hit with at least one attack regain their second 
wind if they have already used it during this encounter, 
regain one healing surge, and gain the use of another 
daily magic item power 


Celestial Balance Chosen of Pelor Utility 26 


\<iuintf the mightiest enemies there is one hope: Prior end n res. 

Daily 4 Divine, Healing 
Immediate Interrupt Close burst 10 
Trigger: A creature within 10 squares of you spends an 
action point 

Target: You or one ally in burst 

Effect: The target can spend a healing surge and gains a +1 
bonus to all defenses until the end of the encounter. 




Death Is Nigh Chosen of the Raven Queen Utility 26 


The shadow of the qumtV falls tnrr vaur fitfhi. 

Daily 4 Divine 

Minor Action Personal 

Requirement: You or one of your allies must have failed a 
death saving throw during this encounter. 

Effect: Until the end of the encounter, you and your allies 
gain a ^2 bonus to attack rolls. 


Horns of the Moon Chosen of Sehanine Utility 26 


Tfu’flfltMpss blesses and curses* sometimes in the same breath. 

Daily 4 Divine 

Minor Action Personal 

Effect: At the vt art of each of your turns until the end of 
the encounter, as a free anion you choose one ally and 
one enemy within your line of sight. 1 he ally you choose 
gains a + 2 bonus to attack rolls until the start of your 
next turn 1 he enemy you choose takes a -7 penalty to 
all defenses until the start of your next turn. 
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Exalted Angel 

Your wisddm. courage, and devotion have earned von an 
honor granted to only a handful of mortals across all the 
ages of the world -you are transformed into an ang/A* 

Prerequisites: 21 si level, any divine class 

By the favor of the gods, you transcend mortality 
and join the angelic hosts. Your mortal flesh and 
blood are transformed into immortal substance; even 
though you still have your mortal appearance, your 
spirit shines inside your perfected body like a blazing 
fire in a crystal vessel. As an angel, you no longer age. 
and all the infirmities of mortaliu fall a wav. 1 n time 
you learn to assume more and more of the appear¬ 
ance and powers ot angels. 

You are closely bound to the god who raised you 
up. You can continue to pursue the quests and goals 
of your mortal life, but from time to time vuur deity 
summons you to specific missions or dispatches 
you on important errands, and you are expected to 
answer anv such call. Because vou were once mortal. 
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you can resume your mortal appearance whenever 
you wish, hiding your immortal nature. This attribute 
makes vou a valuable servant, since you can go where 
other angels cannot; exalted angels often serve as 
spies or advise mortals on important matters without 
ever revealing their true nature. 



Immortality 

Even saints and other elevated souls know the bitter¬ 
ness of death, but you are spared that fate. From the 
moment of vour ascension, vou are immortal. For a 
time vou walk the world, an agent of whatever cause 
you r de ity ho 1 d s de a r. R ut e vet it ual I v yo 11 a re called 
away to serve your patron in the astral dominions, 
leaving the affairs of your mortal life behind. 

Exalted Angel Features 

Angelic Nature (21st level): Your origin changes 
to immortal, and you cease to age. You gain the abil¬ 
ity to speak Supernal, resist 15 fire, and resist 15 
radiant. You are immune to fear attacks. 

You gain a pair of angelic wings, which you can 
manifest or conceal as a minor action. While your 
wings are manifested, you can fly at a speed equal to 
your speed + 2, but you land at the end of your turn. 

If your turn ends while you are still flying, you swiftly 
descend and land without taking falling damage. 
While your wings are concealed, your angelic nature 
is hidden, and you resemble the mortal vou once 
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were. 

1 i you a 1 re ad v ha.vc w i ng s I r om s om e oth cr so u r fce 
(such as the favored sold paragon path; sec page 23), 
these angelic wings take the place of the w ings you 
previously gained. 

Reborn in Light (24th level): Once per day. 
when you die, your body disappears in a flash of radi¬ 
ance. Each enemy within 10 squares of you takes 
2d 10 + Wisdom modifier radiant damage and is 
blinded (save ends). You reappear in a column of light 
at the end of the encounter at full hit points with all 
harmfid efiects onded. 

Angelic Form (30th level): Attacks against you 
take a -2 penalty as long as you are not bloodied. 

Also, while your angelic wings arc manifested, you 
can hover. (You no longer need to land at the end of 
your turn.) 

Exalted Angel Power 


Angelic Hosts Exalted Ange! Utility 26 


Ymj/ly ij short distance, while a I test of minor angels appear to 
I jim r you r comrii ties on t of per it. 

Encounter + Divine 

Move Action Close burst 10 

Target: You and each ally In burst 

Effect: Each target gains a +2 power bonus to all defenses 
until the end of your next turn. In addition, you fly your 
speed - 2 and land, and as a free action, targeted allies 
can fly S squares and land, without provoking opportu¬ 
nity attacks. 
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Saint 

Von arc iht 7 perfected mortal servant oj a $od, a shining 
example of allyaur ddfy holds dear. 

Prerequisite: 1 1st level, any divine class 

In recognition of your faith, holiness, courage, and 
piety, you arc elevated to sainthood, f rom the day 
you embark on this path, you c an claim the title of 
Saint. Through dreams, omens, or angelic visitations, 
vour deity makes vour sainthood known to followers 
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around the world. Those v\ ho share vour faith hold 
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you in the highest regard, while the enemies of your 
god naturally view you as the most terrible of foes. 

You might he a great crusader, a mighty prophet, or a 
revered sage. You set a sterling example of vour deity's 
values and guidance. 

Immortality 

In the mortal world, vou have onh the years allotted 
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by nature and fate. You could live to great old age. or 
you might die young as a hero or a martyr. When at 
last death draws near, you meet your end with joy— 
lor now you go to the presence of the deity you have 
served so long and well. Your mortal body remains 
uncorrupted, and seems to he merely asleep; even the 
most gruesome wounds slow ly vanish. lea\ ing vour 
body an imperishable symbol of divine grace. 

Your immortal it v lies bevond this world, where 
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you will stand among die highest of lhe elevated souls 
granted life after life in the divine dominions. In die 
dominion of vour deliv, vou have a new. immortal 
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body. You join his or her celestial court as a wise 
and valued counselor. Throughout the world you are 
regarded as an example of devotion and honor. When 
people face challenges and hardships similar to those 
vou laced in vour mortal liie, ihev are heartened bv 
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your example. 

Saint Features 

Saintly Grace ( 1 1st level): You gain a +2 bonus 
to Fortitude, Reflex, and Will and resistance to 
necrotic damage equal to l S + your Wisdom modi¬ 
fier. You cannot be dominated: am attack or effect 
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that would dominate vou dazes vou instead. 
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DARK SAINTS 

Although few saints serve evil gods, those that do are 
fearsome beings indeed. A dark saint gains resist radiant 
instead of resist necrotic at 21st level. 





Sanctified Touch (24th level): When you enable 
a creature adjacent to you to spend a healing surge, 
the recipient can also make a saving throw. When 
you grant a s a v i ng t h row to , t c r e at u re a dj a cent to you. 
that creature can also spend a healing surge. When 
you use the Heal skill, any creature you grant a saving 
throw or stabilize with a successful Heal check can 
spent! a healing surge. 

Golden Halo (30th level): 1 loly light streams 
from your visage. Your halo gives of f bright light 
within S squares, and you gain a ^2 bonus to 
Diplomacy checks and Intimidate checks. You can 
suppress or resume your halo as a free action. In 
addition, when you use a divine healing power, the 
recipient regains 25 additional hit points. 


Saint Power 


Sanctified Revival 


Saint Utility 26 


\ halo appears aroundyour head, shrriiu# with hrtyhtgolden 
JFjfu, A fa Hen ally is lifted up and fiealcd In die 1 heavenly %Jii. 

Daily 4 Divine, Healing 
Standard Action Close burst 5 

Target: One dead or dying ally in burst 
Effect: The target is restored to maximum hit points, ends 
any one effect on him or her that a save can end, and 
stands up. Until the end of the encounter, the target 
gains a -2 power bonus to attack rolls and all defenses. 
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NEW RITUALS 


Countless minor rites exisL in the various holy writ- 
ings of the world's shrines and temples. Rituals, on 
the other hand, are powerful magical ceremonies 
that can summon and shape awesome. long-lasting 
magical effects. Although any character who has 
the Ritual Caster feat can master and perform the 
rituals appearing here* most are associated with the 
Religion skill and therefore more easily accessible 
to divine characters than to others. 

RITUALS BY LEVEL 


ivl 

Ritual 

Key Skill 

1 

Create Holy Water 

Religion 

3 

Thief's Lament 

Arcana or Religion 

4 

Iron Vigil 

Religion 

12 

Hallowed Temple 

Religion 

12 

Mark of Justice 

Religion 

16 

Adjure 

Religion 

20 

Succor 

Religion 

25 

Ease Spirit 

Heal 


Adjure 

Filled with righteous aufhontv.you order an immortal 
entity to serve you. 

if 


Level: 16 Component Cost: 

Category: Binding 3,000 gp 

Time: 1 hour Market Price: 7 n 5GG gp 

Duration: 8 hours or urvti I Key Skill: Religion 

discharged 

You command an immortal creature whose level does 
not exceed yours. The subject of this ritual must be able 
to see and hear you and must remain within 5 squares of 
you for the entire time necessary to perform the ritual. 
Because most creatures do not willingly submit to this 
ritual, you must usually make the creature helpless or 
restrain the creature by means of a Magic Circle ritual. 
Unless It is prevented from doing so. the creature can 
leave at any time. Finally, you must be able to communi¬ 
cate with the creature, or the ritual automatically fails. 

To determine the extent of your authority over the 
subject, you engage in a special skill challenge during the 
time It takes to perform the ritual. The DCs for the checks 
in this challenge are equal to the subject's level + 10. 
Religion is the primary skill: each time you or an ally suc¬ 
ceeds on a Religion check in the challenge, you or an ally 
can use Diplomacy, History, Arcana, or Intimidate lor one 
subsequent check. Once you have amassed 3 failures or 
achieved 10 successes, the skill challenge ends. Consult 
the following table and apply the effect associated with 
the number of successes you achieved. 


Number of 

Successes 

Effect 

Oor 1 

The creature has authority over you and can 
issue one command that you must obey, 
a task that requires up to a day of effort. 

2 or 3 

You have immediate authority over the 
creature. You can command the creature to 
perform one task that takes no more than 

5 minutes. 

4 or 5 

You have moderate authority over the 
creature. You can command the creature 
to perform a task that requires up to a day 
of effort. 

6 or 7 

You have significant authority over the 
creature. You can command the creature to 
perform a task that requires up to a week 
of effort. 

8 or 9 

You have great authority over the creature. 
You can command the creature to perform a 
task that requires up to a month of effort. 

10 

You have ultimate authority over the 
creature. You can command the creature to 
perform a task that requires up to a year and 
a day of effort. 


When the specified task is completed, the ritual is 
discharged, and the creature (or you) is released from 
service. You can request any kind of service that does not 
compel the subject to obey multiple commands, force 
the subject to engage in combat, or ensure the subject's 
death. (The subject can engage in combat to achieve a 
task if it wishes, but combat cannot be required.) If the 
task is impossible, such as commanding a creature that 
cannot fly to soar into the sky, the creature can ignore 
the command. 

Create Holy Water 

The sparkling water von create seems proof against all 
impurities. 


Level: 1 

Category: Creation 
Time: 1 hour 
Duration: 24 hours 


Component Cost: Special 
Market Price: SO gp 
Key Skill: Religion 
(no check) 


This ritual infuses astral radiance into a small quantity of 
ordinary water. The cost to do so depends on the level of 
the holy water you choose to create. You cannot create 
holy water of a level higher than your own. Aside from its 
effect on undead and demons, holy water acts as normal 
pure water in all ways. It can be distinguished from 
normal water with examination and a successful DC 16 
Religion or Arcana check. 





c t i a p i r r 

V 



Divine OfUions 











niii.r mjat 



Holy Water Level t + 


Cncfetd and tfcrnens f u r p&orh to the touch Ncfiifd. 

Lvl 1 20 gp Lvl 16 7.800 gp 

Lvl 6 75 gp Lvl 21 9,000 gp 

Lvl 11 350 gp Lv! 26 45,000 gp 

Alchemical Item 

Power (Consumable ♦ Radiant): Minor Action, Make an 
attack: Ranged 3 6: —5 vs Reflex: on a hit, the attack 
deals 1 dlO radiant damage to an yndead creature or a 
demon. 

level 6: 9 vs Refit* 1 d 10 radiant damage. 

Level 11: 11 vs Reflex: 2 J1 0 radiant damage. 

Level 16: * 1 9 vs. Reflex 2d 10 radiant damage. 

Level 21: - 2 4 \ s Rtfl*= v 3d10 radiant damage. 

Level 26. 29 vs. Reflex: 3dl 0 radiant damage. 

Ease Spirit 

Deaths memorx hide* a> rfu'spirit sanies more I irmly 
Into the flesh. 

Level; 25 Component Cost: 

Category; Res ' : 25.000 gp 

Time: 2 hours Market Price; 70,000 gp 

Duration: Inst : : . Key Skill: Heal (no check) 

You designate •• creature adjacent to you that is cur¬ 
rently affected by a death penalty, such as that gained 
from the Raise Dead ritual This ritual lessens the sub¬ 
ject's death pensh v " 



Hallowed Temple 


A hi I! i a m s ft r in e a ppea rs in the area, welcamin# 1 1j ost* 
pure oj heart and striking /car in those who fenaw only 
corruption. 


Level: 12 

Category: Creation 
Time: 1 hour 
Duration: 8 hours 


Component Cost: 520 gp 
Market Price: 1300 gp 
Key Skill: Religion 
(no check) 


The Hallow ed Temple ritual creates a shimmering temple 
associated with your deity The temple occupies a close 
burst 7 as it materializes around you. The structure incor 
porates as many appropriate artistic elements as you like: 
the exterior features iconography, stained-glass indows. 
and other decorative features, and the interior contains 
an altar, statues, or other appropriate items related to 
your faith. 

The temple is comfortable, and creatures inside it feel 
dose to your god. It is Immune to damage. Access tn the 
interior is through the temples front (and only) hi >r. The 
walls of the temple, including the door, are solic \ obsto 
cles. The temple and all its contents (even items removed 
from the temple) vanish at the end of rhe ritual's duration. 

Demons and undead cannot cross the temple s thresh 
old. Any creatures within rhe burst (except for you) when 
the temple materializes are displaced to a space outside 
the temple as dose to their former location as possible. 

IT insufficient space exists either for the temple itself or 
for the displacement of creatures, the ritual cannot be 
performed. 



Iron Vigil 

Meditation and prayer tire all ihe sustenance you rtml. 


Level: -1 

Category: Expk ration 
Time: 10 minutes 
Duration: 8 hours 


Component Cost: 35 gp 
Market Price: 170 gp 
Key Skill: Religion 
(no check) 


You invoke your dedication to your god and let ii wash 
your fatigue and needs from you. Iron Vigil fulfills your 
body's need for food and water when you perform It and 
allows you to remain aware and alert while taking an 
extended rest anytime during the ritual s duration. 
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Mark of Justice 

.Some lessons ore best learned through suffering. Your 
magic ensures that fhe guilty creature continues its 
offenses only at great peril. 


Level: 12 

Category: Binding 
Time: 10 minutes 
Duration: Permanent 


Component Cost: 

1,000. gp 

Market Price: 2,600 gp 
Key Skill: Religion 
(no check) 


Level: 6 

Category: Warding 
Time: 1 hour 
Duration: 24 hours or 
more (see text) 


Component Cost: 140 gp, 

plus 2 healing surges 

Market Price: 360 gp 
Key Skill: Arcana or 
Religion 


You draw a mark on the subject of the ritual, who must 
be willing or helpless for the time it takes to perform 
the ritual At the ritual's completion, designate an 
action or a kind of behavior that the mark forbids, and 
select one of the following penalties or another worked 
out by you and your DM. When the subject performs 
the forbidden action or displays the forbidden behavior, 
the subject is affected by the penalty for the next 24 
hours. Example penalties include the following: 

Ineptness: When the subject makes a successful d20 
roll it must roll again and use the second result. 

Weakness of Flesh: The subject gains vulnerable 10 
to all damage. 

Curse of Solitude: The subject is blinded and 
deafened. 


You must perform this ritual inside a shrine, a temple, 
or some other site of religious significance to your deity. 
Succor attunes the ritual's focus to the site, linking the two 
until the ritual is discharged. After the time required to per¬ 
form the ritual the creature holding the focus can spend a 
standard action to activate the rituals effect: At the end of 
the creature's next turn, the creature and up to eight willing 
creatures within its line of sight teleport to the holy site to 
which the focus was attuned, and the ritual is discharged. 
Succor crosses any distance and planar boundaries. 

Any effect or condition that prevents teleportation 
also prevents this ritual from functioning (but does not 
discharge it). 

Focus: Prayer beads, a holy book, or some other item 
of religious significance. 

Thief’s Lament 

Those of criminal intent find their tafenfs fail them when 
the; enter the area protected bv this magic. 


No matter the distance, you are aware when the sub 
ject triggers the penalty or when the penalty is lifted. 
The Remove Affliction ritual can end the effect of Mark 


of Justice, using twice your 
Heal check. 

Succor 

A site sacred to your deity is 

Level: 20 
Category; Travel 
Time: 8 hours 
Duration: Permanent until 
discharged 


level as the penalty to the 


ways open to those in need. 

Component Cost: 

5,000 gp, plus 4 healing 
surges and a focus worth 

5,000 gp 

Market Price: 25,000 gp 
Key Skill: Religion 
(no check) 


Creatures in die warded area take a -5 penalty to Stealth 
checks and Thievery checks. 

Your Arcana or Religion check determines the size of 
the warded area.. 


Skill Check Result 

Warded Area 

9 or lower 

Burst 1 

10—19 

Burst 3 

20-29 9BIHHH 

Bursts 

30-39 

Burst 3 

40 or higher 

Burst 12 


The warding effect lasts for 24 hours, but you (and riot any 
assistants) can extend the duration by an additional 24 
hours for each extra healing surge you expend just before 
the. current duration expires. You need not be in the same 
area or even on the same plane to extend the duration. If 
you extend the ritual’s duration for a year and a day with¬ 
out interruption, the effect becomes permanent. 





GLOSSARY 


This hr it 1 ! glossary contains game terms that appear 
in this book and are defined in a honk other than a 

PIuvers /frmdlwk. 

& 

attacking objects: With your DM's permission, you 
can use a power that normally attacks creatures 
to attack objects. See the Dungeon Master s Guide, 
page 65, for how to damage objects, 
blindsight: A creature that has blindsight can clearly 
see creatures or objects within a specified range 
and within line of effect, even if they are invisible 
or obscured. The creature otherwise relies on its 
normal vision. 

fly speed: If you have a fly speed, you can fly a 
number of squares up to that speed as a move 
action. To remain in the air, you must move at least 
2 squares during your turn, or you crash at the 


end of your turn. While flying, you can t s~ ■ 
make opportunity attacks, and you crash J 
knocked prone. See the Dungeon Master s Cu de 
page 47, for more about Hying. 

hover: If you have a fly speed and can hover. y ou li¬ 
re main in the air without moving during your _ ' 
You can also shift and make opportunity attack: : 
while flying. 

tremorsense: if you have tremorsense, you can de = - 
see creatures or objects within a specified range 
even if they are invisible, obscured, or outside -e 
of effect, but you and they must be in contact .■. 
the ground or the same substance, such as wat^' ■ 
a web. You otherwise rely on your normal v ision 

truesight: If you have truesight. you can see insivtb e 
creatures or objects within a specified range, as 
long as they are within your line of sight. 
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